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Introducing the 
GAMMARAUDERS” 
Game, 
Bioborgs of the Future 


More than 1,000 years have 
passed since the world blew itself 
up. Things have changed a lot in 
that time: plants, animals, peo- 
ple—all changed. Trees began to 
walk, gila monsters became real 
monsters and men learned to 
fly...without airplanes. These 
were just the minor changes. 
Most called it the Big Blow-Up or 
the Time of Changing. When the 
dust had settled, the old ways of 
living were gone. Now man has 
new partners—the mutants and 
the animoids. The animoids were 
once the beasts of the field and 
forests whose brains and bodies 
were altered forever during the 
Big Blow-Up. The mutants were 
once normal men and women 
who had gained wings, hard 
shells, or extra arms; some 
mutants acquired ESP, energy 
blasts, and even stranger mental 
powers. 

The new world was a 
dangerous place— filled with ten- 
tacled beasts, crawling poisonous 
plants, and renegade mutants out 
to conquer the world. But there 
were others who could not forget 
the glories of civilization: law 
and order, prosperity, beauty 
and culture. A tiny group 
(continued on page 5) 


TSR has announced that all new 
module prices will be drastically 
slashed beginning with product 
shipping in July 1987. This move 
was made possible by new tech- 
niques of printing and packaging, 
rather than by any cuts in page 
count or paper quality. 

Standard modules (48 pages), 
which would have previously sold 
for $8.00, will cost only $5.95 
under the new price structure. 
Deluxe modules (64 pages), 
which would have previously sold 
for $10.00, will be only $7.95. Spe- 
cial modules (96 pages), current- 
ly $12.00, are drastically cut to 
only $8.95, and supermodules (128 


pages), which currently sell for 
$15.00, are reduced to $9.95! 

“We wanted to return some- 
thing to the player,” said Mike 
Cook, Publisher, “and a module 
price cut seemed like the best 
thing we could do.” 

Modules shipping before July 
and older modules on the shelf 
are not affected by the price 
change. Boxed games and hard- 
cover books remain at the cur- 
rent prices. 

“Our new standard module price 
is now lower than it was before 
last year’s price increase,” said 
Cook, “Our supermodules, which 
used to contain four modules worth 
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of excitement for the price of two, 
now contain four modules worth of 
excitement for the price of less 
than one-and-a-half!” 

The first modules affected by 
this price decrease are GAZ2 The 
Emirate of Ylaruam, by Ken Rol- 
ston (64 pages, $7.95), OA4 Blood 
of the Yakuza (64 pages, $7.95), 
and GAMMA WORLD? Adven- 
ture, GW9 The Delta Fragment, 
by Jim Ward (96 pages, $8.95), all 
shipping in July. “Ship date” 
refers to the date the product 
leaves TSR’s shipping dock, 
which is about a month before it 
arrives in your local store. (See 
The Game Wizards, page 3.) 





SPY SCANDAL 
UNCOVERED 


NEW TOP SECRET/S.1.™ 
GAME TO PREMIERE 


The new TOP SECRET/S.I.™ 
Espionage Role-Playing Game 
(August, $15.00) is designed by 
Douglas Niles and developed and 
edited by Warren Spector. It’s a 
game about spies and espionage 
with all the special equipment, 
weapons, and gimmicks that 
make the secret agent such a 
popular hero of fiction, film and 
television. 





From the ground up the new 
TOP SECRET/S.I.™ Game is an 
original role-playing game sys- 
tem. Character generation, com- 
bat, skills, and everything else 
have been freshly created. There 
will be a conversion for original 
TOP SECRET® game characters. 

The new TOP SECRET/S.1.™ 
Game begins with a slightly dif- 
ferent approach to its theme. 
While the detail needed for a real- 
istic espionage game is included, 
the game’s emphasis is much 
(continued on page 5) 


IRC 


CAMPAIGN SETTING 





RY 


is new AD&D° game world 


The ultimate fantasy campaign 
setting—the FORGOTTEN 
REALMS™ boxed set (August, 
$15.00)—is the future home for new 
AD&D® adventures and the long- 
awaited 2nd Edition. In the tradi- 
tion of the worlds of Oerth and 
Krynn, it will be the home base of 
the AD&D® game universe. Based 
on the famous FORGOTTEN 
REALMS” campaign by Canadi- 
an, Ed Greenwood, it has been in 
existence for well over a decade. 
Developed by TSR senior designer, 
Jeff Grubb, and edited by Karen 
Martin, the boxed set contains 
almost 200 pages of information, 
not only on the realms themselves, 
but on the down and dirty details 
on running adventures, making it 
invaluable not only as a campaign 
world but as a guide to creating 
AD&D® game campaigns. 

The Forgotten Realms occupy 
a region about the size of North 
America, spanning from the 
Equator to 1,000 miles south of 
the North Pole. Most of this 
region will be shown on two large 
maps, as well as on two more 
expanded maps of the main 
adventuring areas for game play- 
ers. In addition to providing an 
immense and highly developed 
campaign area, the boxed set 
also lays out the ground rules for 
running an AD&D® campaign. 

The boxed set also gives a com- 
mon ground for discussing situa- 


tions that occur in every cam- 
paign. How do characters 
advance in level? Where can 
characters get training? How do 
characters determine what faiths 
exist ina town? Who rules, and 
how? What happens to all that 
treasure the characters rake in? 
The FORGOTTEN REALMS” 
boxed set forms the basis for a 
living game world. Not only will 
all future AD&D® modules (other 
than those set in the WORLD OF 
GREYHAWK” and the 
DRAGONLANCE® game worlds) 
be set here, but also the line will 
be supported by a series of source 
books and expansions that will 


. bring the various regions to life. 


The first FORGOTTEN 
REALMS source book is FR1 
Waterdeep and The North, by Ed 
Greenwood (October, $7.95). It 
covers the greatest city of the For- 
gotten Realms, the destination of 
adventurers, traders and merce- 
naries. Next comes FR2 Moon- 
shae, by Douglas Niles (December, 
$7.95), which describes a group of 
islands populated by Celtic folk, 
replete with unicorns, druids, and 
bards. FR2 Moonshae is based on 
the first FORGOTTEN REALMS™ 
novel, Darkwalker on Moonshae, 
by Douglas Niles. 

Novel? Why yes. In the 
tradition of the GREYHAWK™ 
and DRAGONLANCE® 
(continued on page 2) 
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FORGOTTEN REALMS™ from page 1 
product lines, the FORGOTTEN 
REALMS line will be the home 
of a series of exciting fantasy 
novels. Darkwalker on Moonshae 
by Douglas Niles (June, $3.95) is 
an epic Celtic saga that pits Tris- 
tan, a young prince against the 
shape Saran beast Kazgoroth, 
harbinger of the dark fall. Get in 
on the ground floor of the newest 
fantasy realm from TSR! 

But that’s really only the begin- 
ning. Several new modules this 
year are also set in the Forgotten 
Realms and will help bring that 
world to life. The famous Desert 
of Desolation module series, by 
Tracy and Laura Hickman, has 
been extensively revised and 
developed by John Wheeler into 
the supermodule I3-5, The Desert 
of Desolation (June, $15.00), with 
32 pages of new adventure linking 
together three of the most popu- 
lar and best selling modules in 
AD&D® game history. 





For character levels 5-9, the Des- 

ert of Desolation takes you from 

the ancient tomb of Amun-Re to 

the lost tomb of Martek where 

you must pit your survival skills 
against the most dangerous of 
desert foes. Tracy is famous for 
creating some of the most twisted 
and deadly dungeons ever 
devised. 

The Bloodstone Pass module 
series that started with H1, is now 
also in the FORGOTTEN 
REALMS” game setting. H3 
Bloodstone Wars, by Michael Dob- 
son and Douglas Niles (July, $8.00) 
is the third part of a unique cam- 
paign series that explores one of 
the great puzzles of fantasy gam- 
ing: how exactly do you become 
the ruler of a dominion? In the 
first module, H1 Bloodstone Pass, 
a group of 15th level adventurers 
must save a small town from ban- 
dits. In H2 The Mines of Blood- 
stone, the same party finds a 
deadly evil deep in the Bloodstone 
Mines that once produced wealth 
for the small barony, and finally 
confront the prince of evil, Orcus. 
If they survive, a grateful popu- 
lace asks the adventurers to rule 
over them, but their 
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problems are only beginning. H3 
Bloodstone Wars provides unique 
rules for building up your new 

rovince, taking over your neigh- 

rs, forging a kingdom, and then 

battling the evil empire to the 
north, and possibly finding that a 
familiar prince of evil is behind 
your opposition. The series will 
conclude with H4, to be published 
in 1988, in which the party must 
brave the dangers of the Abyss to 
deal with their opponent once and 
for all. 

But that’s for high level charac- 
ters. If you’re just starting off a 
campaign in the FORGOTTEN 
REALMS" setting, look for N5 
Under Illefarn, by Steve Perrin 
(October, $5.95), for character 
levels 1-3. Under Illefarn is set in 
the territories just south of 
Waterdeep and is a good starting 
point for long running campaigns 
in the FORGOTTEN REALMS™ 
game. 

STILL MORE 

EXCITEMENT HERE! 

There’s plenty of excitement in 
the rest of the AD&D® game mul- 
tiverse. Module I13 Adventure 
Pack I, edited by Bruce Heard 
(June $12.00) is an indispensable 
anthology of short adventures for 
use with some of the stranger 
recesses of the AD&D°® game. 
Adventures for use with 
ORIENTAL ADVENTURES, the 
BATTLESYSTEM™ rules, the 
DUNGEONEERS SURVIVAL 
GUIDE, the WILDERNESS 
SURVIVAL GUIDE, and much 
more, all written by top game 
designers to provide a resource 
no long-running campaign can 
afford to be without. Like the 
Book of Lairs (and Book of Lairs 
II), these short adventures can be 
easily inserted into an existing 
campaign or used for single ses- 
sion pick-up games with a mini- 
mum of Dungeon Master 
preparation. Don’t be caught 
short—always have an adventure 
ready to play. 

In addition to short adventures 
in 113, the ORIENTAL ADVEN- 
TURES set is supported by mod- 
ule OA4 Blood of the Yakuza, by 
ORIENTAL ADVENTURES 
designer David “Zeb” Cook 
(August, $7.95), for character 
levels 4-12. Incidentally, the conti- 
nent of Kara- Tour is now also 
part of the FORGOTTEN 
REALMS” game setting. This 
adventure contains 64 pages and 
a large fold-up map covering the 
city of the evil Yakuza, where 
intrigue and evil monsters 
abound, and where power strug- 
gles and political strife don’t get 
a second glance—unless the blood 
of the Yakuza is spilled. 

The ultimate dungeon returns 
in S1-4 Realms of Horror (Sep- 
tember, $9.95), a supermodule 
package featuring the classic S 
series, S1 Tomb of Horrors, S2 
White Plume Mountain, S3 Expe- 
dition to the Barrier Peaks, and 
S4 The Lost Caverns of Tsojcan- 
th. This supermodule is packed 
with 128 pages of role-playing 
excitement all in the WORLD OF 
GREYHAWK*™ Fantasy Setting. 

And for all of the fans of that 
classic DRAGONQUEST® role- 
playing game, we have the first 
duel game system adventure 
from TSR, DQI1 The Shattered 
Statue, the first AD&D°/DRA- 
GONQUEST® adventure. Each 
encounter contains statistics for 
both game systems. (Want to see 


BALDERDASH* is a registered trademark 
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the DRAGONQUEST® game 
back? Drop a note to Michael 
Dobson, Director of Games 
Development and let him know.) 
A year of new releases for the 
AD&D® game would not be com- 
plete without new hardcover 
rules expansions. This year we 
have two winners, Manual of the 
Planes, the long-awaited book 
that covers the ethereal, astral, 
inner, and outer planes, and for 
the DRAGONLANCE® game 
fans, DRAGONLANCE® Adven- 
tures, by Tracy Hickman and 
Margaret Weis, the official rules 


expansion for the World of Krynn. 


AD&D® SECOND EDITION 
In the meantime, work con- 
tinues on the mammoth 2nd Edi- 

tion project—the compilation, 
collation, and revision of the 
entire AD&D® game system. 
Where should we go with the sys- 
tem? How much revision is 
enough? How much is too much? 
How would you like to see it 
done? It’s not too late. David 
“Zeb” Cook, senior designer for 
the revision, has been busily 
reading every single letter that 
you’ve sent us about the project 
(about 1,100 to date). 

“T honestly didn’t expect that 


AD&D® 
Manual of the Planes 
Hardcover Book 


Bip, 





Untapped dimensions of excite- 
ment will be revealed for the first 
time in the new AD&D® hardcov- 
er rules book, Manual of the 
Planes, by Jeff Grubb (July, 
$15.00). The AD&D® system over 
the years has been treating the 
known planes of existence like a 
holding bin for every idea and 
adventure that wouldn’t quite fit 
in the prime material plane. We 
set down the astral method of 
movement to the outer planes, 
then whisk the individuals boldly 
into lost realms in GDQI-7 Queen 
of the Spiders. We placed the 
ethereal plane between the prime 
and the elemental planes, then 
used pieces of those planes for 
the elemental nodes in T1-4 The 
Temple of Elemental Evil. The 
negative and positive material 
planes are now part of the inner 
planes, giving birth to the quasi 
elemental planes in the process. 
With additional books of mon- 
sters we moved all manners of 
slaad, modrons, and githyanki 
into these planes as visitors, then 
moved entire pantheons to co- 
exist in the Legends & Lore book. 
And for every adventure in every 
plane, a full set of effects for 
spell-casting was born. 

Then to keep DRAGON® Maga- 
zine busy, the nine hells, astral 
and ethereal movement, more 
adventures with the githyanki 
and other topics were explored. 
(continued on page 7) 
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these letters would change my 
opinions as much as they have,” 
Zeb said. “But by and large the 
comments that I’ve gotten have 
been thoughtful, well reasoned, 
and frequently quite persuasive. 
Your letters have had an impact 
and will continue to do so. The 
responses that we have received 
about 2nd Edition range from hast- 
ily scrawled notes (“Please don’t 
kill the assassin!”) to a 100-page 
detailed analysis of the game and 
highly detailed suggestions for 
revision.” But the 2nd Edition pro- 
ject isn’t all that the future holds 
for the AD&D® game. 


WHATS IN THE FUTURE? 


In 1988 we expect to have adven- 
tures for the WORLD OF GREY- 
HAWK™ game, for the 
DRAGONLANCE® game, for the 
FORGOTTEN REALMS” game, 
for Oriental Adventures, and for 
the new Manual of the Planes. 
Plus there will be a few surprises. 
For example, strange, sinister 
laughter has been heard coming 
from the office that Margaret Weis 
and Tracy Hickman share. What’s 
going on? We don’t know. They 
call it “Project X” and they’re not 
even telling us about it. 


AD&D° 
DRAGONLANCE® ADVENTURES 
HARDCOVER BOOK 


The World of Krynn, land of 
mystery, home of the legends of 
the fabled DRAGONLANCE”® 
saga, is one of the most fully 
fleshed-out game worlds in the 
history of high fantasy. 

The World of Krynn is not an 
ordinary AD&D® game world, 
from the devaluation of gold and 
the importance of iron, to a dif- 
ferent type of clerical power. 

The DRAGONLANCE® Adven- 
tures hardcover book allows you 
to run a DRAGONLANCE® cam- 
paign with unique modifications 
to the AD&D® game system. 
Unique character classes, includ- 
ing the Nights of Solamnia, the 
Tinker class, Wizards of High 
Sorcery, the Messengers of the 
Heavens (clerics), and special 
new races, including the Ken- 
ders, Tinker Gnomes, the various 
elven races of Anselon (the 
Qualinesti and Kagonesti), gully 
dwarves, and the minotaur as an 
official character race are all 
treated in detail. 

Standard magical spells and 
items in Krynn are often very dif- 
ferent from their AD&D® game 
counterparts. Most of the “name” 
spells in the AD&D® game, such as 
Mordenkainen’s Hound or the vari- 
ous Bigby’s Hand spells are unique 
to the WORLD OF GREYHAWK™ 
game. Similarly, unique spells, 
miscellaneous magic, weapons 
and artifacts of Krynn are treated 
here for the first time. 

Special background in history 
is provided for the unique and 
wonderful Dragons of Krynn, as 
well as other common and unique 
creatures to the continent of 
Ansalon. 

DRAGONLANCE® Adventures 
contains information revealed 
here for the first time on the 
World that Was. Tales of long ago 
covering the Age of Dreams, the 
Age of Twilight, the Age of Might, 
and the awesome Cataclysm that 
ended the ancient world forever. 

DRAGONLANCE® Adventures 


(continued on page 9) 


GAZETTEERS TELL ALL 


Exotic New Lands for the D&D® Game 


Remember the D&D® Expert 
Set? There was a section of a con- 
tinent in there with a variety of 
countries—the Grand Duchy of 
Karameikos, the Emirates of Yla- 
ruam, the Principalities of Glantri. 
There was a boat repeape one par- 
agraph of information about each 
country—hardly enough to role 
play with. It always looked like a 
neat world but there really wasn’t 
very much you could do with it. 
Not any more. 

The hottest new thing in the 
D&D® game system is the 
GAZETTEERS module line, a 
series of 64-page sourcebooks 
(each with a large 4-color map) 
that describes each of the nations 
of the D&D® game world in 
incredible and exciting detail. 
The large color maps all assem- 
ble into a giant continental map 
with many additional campaign 
areas, including cities, towns, 
and dungeons, mapped out in full 
detail. 





Kicking offthe series is GAZ1 
The Grand Duchy of Karameikos 
by Aaron Allston 


(May, $10.00). The Grand Duchy 
of Karameikos is the home of the 
little town of Threshold and an 
ideal setting for a beginning basic 
campaign. It is also the home of 
the great City of Specularum, a 
major port from which ships set 
sail to the Isle of Dread, the 
Empire of Thyatis, and to the 
mysterious Kingdom of Alphatia. 
To the west, the Black Eagle Bar- 
ony is a source of menace and 
danger. 

The Grand Duchy of Kara- 
meikos is a traditional fantasy 
realm, ideal for low-level cam- 

aigning. It’s a rough and ready 

rontier kingdom where orcs, 
giants, and bugbears run loose in 
the mountains. This special mod- 
ule offers highly detailed descrip- 
tions of the cities, governments, 
people, and customs of the area, 
in addition to a series of short 
ready-to-play adventures. 

Then travel with us to the burn- 
ing sands of an Arabian fantasy 
kingdom in GAZ2 The Emirates 
of Ylaruam by Ken Rolston 
(August, $7.95). The Emirates of 
Ylaruam is the Arabian Nights 
come to life, complete with exotic 
cities, burning sands, and lush 
desert oases. Each town, oasis, 
and desert camp is detailed with 
important NPCs, traders, guides, 
and sources for adventure. It also 
includes new information about 
improving your story-telling 

skills as a Dungeon Master. 

In addition, The Emirates of 

Ylaruam provides new rules for 
modifying the D&D® character 


classes for an Arabian background. 


LIGHTNING STRIKES 


New Excitement From TSR 


“Just what the world needs, a 
good four-hour war game!” 
That’s the motto for the “new 
look” in SPI™ games: the SPI™ 
Lightning Simulation game line! 
One of the frustrating things 
about playing simulation war 
games is that many of them take 
20, 30, 50, or even 100 hours to 
play and not everybody has the 
time. Older wargamers that 
wargamed non-stop every week- 
end during college now have 
wives, families, jobs and normal 
lives and just can’t spare the 
time anymore. 

We decided that it was time to 
do something for those gamers, 
and so we created an entirely 
new line. The SPI™ Lightning 
Simulation games are hard-core, 
high-quality simulations with a 
playing time of four hours or less. 
They feature a “hard” map 
board, unlike the folded paper 
maps common to most simulation 
war games, and they retail for 
less than $20.00. 

The first SPI* Lightning Simu- 
lation game is ONSLAUGHT™: D- 
DAY TO THE RHINE. The 
ONSLAUGHT™ game covers the 
allied invasion of northern 
France from D-Day to the pierc- 
ing of the Westwall and crossing 
of the Rhine in a guaranteed four 
hours of playing time from set-up 
to final victory. How is this possi- 
ble, you ask? Designer Douglas 
Niles says, “We saved the com- 


plexity for the game play rather 
than put it in the 

rule book. And we looked at con- 
centrating the simulation on the 
most exciting aspects of the 
game. Air rules and detailed sup- 
ply are subsumed in other game 
mechanics. And we concentrated 
at every aspect of the design on 
the solution that would mean the 
most excitement.” 


THY 


D-DAY TO THE RIL ome 


This two-player game has high 
solo suitability. The Allied play- 
ers object is to drive his divisions 
across France, destroy the Ger- 
man forces in his path, and cross 
the Rhine with as many divisions 
as possible. The German players 
object is to crush the Allied 
beachheads in Normandy or, fail- 
ing that, to prevent the Allied 
divisions from reaching and 
crossing the Rhine River. 

The game lasts for 20 turns. 
Each turn consists of two steps, 
the Action Step and the Rein- 
forcement Step. During the 





Incidentally, that’s one of the 
major features of this new series. 
Why should a fighter from Kara- 
meikos have the same skills and 
background and special abilities as 
someone from the desert? Should a 
Viking fighter be different? The 
Gazetteers allow you to detail your 
character classes based on the 
nation from which they hail. 

In GAZ3 The Principalities of 
Glantri, by Bruce Heard (Sep- 
tember, $8.95), a unique fantasy 
environment is explored. The 
Principalities of Glantri isa 
magocracy—a kingdom of magic 
users. Bruce Heard has outdone 
himself in this 96-page source- 
book that completely revamps 
and expands the D&D® game 
magic system. A full magical 
university (which your PC mages 
can attend) has night classes 
taught by a sorcerous vampire, 
and extensive research labs in 
which you can manufacture your 
own magic items and invent 
unique spells. Or you can learn 
the secrets of the Radiant, that 
strange artifact device that turns 
some into Immortals...and others 
into corpses. The Principalities of 
Glantri are the strangest realms 
you'll find anywhere in any fanta- 
sy world. 

And in GAZ4 The Kingdom of 
Ierendi, by Anne Gray McCready 
and Ken Rolston (December, 
$7.95) we take a bit of a lighter 
touch. The islands of the King- 
dom of [erendi, located in the 
great sea South of Karameikos, is 
an immensely rich kingdom with 
(continued on page 4) 


AGAIN! 


Action Step players attack and 
move with their units. During the 
Reinforcement Step, both players 
add reinforcement units and 
replacement units to their forces 
on the map. At the beginning of 
each Action Step, the Allied player 
performs an action—either move, 
combat, or armor breakthrough. 
Then each player rolls a die. The 
player with the high roll can then 
perform an action. This process is 
repeated until the action die roll is 
a tie or until neither player has 
any supply points. 

Supply points are used to pay for 
each action, and so gathering and 
maintaining sources of supply is 
critical to winning the game. The 
game mechanics feature para- 
troops, strategic movement, 
armor break ough, amphibious 
assault, and the other elements of 
one of the most exciting cam- 
paigns in military history. Either 
aes can win a Strategic victory 

y placing the other person’s 
forces out of supply, but most vic- 
tories are determined on turn 20 by 
comparing victory point totals 
from both sides. 

The game is a real nail-biter, 
with most games going right 
down to the wire, with ever-elu- 
sive victory only one Action 
Phase away. The trade-off of ini- 
tiative within a turn means that a 
player will frequently set up an 
attack on a movement phase and 
(continued on page 10) 
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THE GAME WIZARDS 
WHAT IS THIS ANYWAY? 


You’re holding in your hands 
one of the most important publi- 
cations TSR has ever put out 
...and it’s absolutely free! 

The TSR WORLDS newsletter 
takes you on a tour of TSR’s new 
products coming out between now 
and December 1987. We’re going 
to try to give you a peek under 
the shrinkwrap, to tell you what’s 
inside each item, what’s neat 
about it, and how it can fit into 
your game. 

We also want to give you an 
opportunity to give us feedback 
on what we’re doing, and to tell 
us what you would like to see 
from the leader in adventure 
gaming. If there’s something you 
would especially like to see us 
publish, or something you would 
especially like to see us not pub- 
lish, write us. We may not be able 
to answer you, but we’ll read and 
think about every single letter 
that you send. That’s a promise! 

All of us here work for TSR 
because we, like you, love fanta- 
sy and love adventure gaming. 
Your letters and your feedback 
help the outside world penetrate 
the remote fastness of frozen 
Lake Geneva, Wisconsin. Since 
there are only three seasons here 
(June, July, and Winter), we 
have a lot of time for gaming. 
And for reading letters. 

The other purpose of this edito- 
rial is to let you know a little bit 
more about what we do, how we 
work, and why we are sometimes 
late. 


The dates mentioned in this 
newspaper are our best estimates 


of when the product will actually 
appear in your local store. But™ 
it’s only a guess. When we say 
something is a May ship, for 
example, and you go into the 
local hobby, book, or toy shop 
promptly on May 1, and it isn’t 
there, it’s not the storekeeper’s 
fault. Sometimes it’s not our 

fault, either. 

We start working on a project 
anywhere from eight months to 
twelve months before it shows up 
in your store. Why so long, you 
ask? Well, there are a lot of steps 
that have to be taken. 

First, a designer (or in the case 
of a book, a writer) has to plan 
out what the project is going to be 
about, what he or she is going to 
say, and how he or she is going to 
do it. It takes an experienced 
designer about seven weeks to 
write a standard 48-page module. 
That’s about 192 pages of type- 
written, double-spaced manu- 
script. In terms of an average 
five-page high school research 
paper, that’s like writing 38 1/2 
term papers in six weeks...or 
over six a week! And that doesn’t 
count time spent drawing maps, 
looking up Statistics, proofread- 
ing, going to meetings, and all the 
other things that fill a game 
designer’s day. 

Next, the project goes to the 
game editor, who gets six weeks 
to take what the game designer 
has done and turn it into some- 
thing approximating the English 
language (just kidding! ). Actu- 
ally, the editor does quite a bit 
and is often the unsung hero of a 
project. The editor not only fixes 
the grammar, checks the pel 
ing, prepares a storyboard or 
layout of the copy and illustra- 
tions, double-checks the statis- 
(continued on page 8) 


4 

D&D* Game from page 3 

only one drawback; the natives 
are boring. In desperation 
they’ve taken their wealth to 
recruit a class of adventuring 
nobility. Ierendi is a great place 
to set a campaign for adventur- 
ers who don’t always know what 
to do between adventures. If you 
can qualify for the fabled Adven- 
turers Club of Ierendi, you can 
live on the island between quests 
in a magnificent mansion paid for 
by the grateful people of Ieren- 
di...and all you have to worry 
about is the occasional tours 
pointing you out. Ierendi is a 
light-hearted campaign area and 
will be a lot of fun. 

Of course there are many more 
kingdoms to come and work has 
already started on more Gazet- 
teers for 1988. Nearly legendary 
in its power, our tour of the king- 
doms of the D&D® game world 
will lead us inexorably in the 
direction of Alphatia. 

Bruce Heard, product manager 
for the Gazetteer line, has devel- 
oped 4,000 years of history that 
underlie these adventures. 
Reams of notes and detail have 
been developed but there’s only 
one thing missing—a name for 
this world. We’ve been racking 
our brains to no avail, and so 
we'd like to turn it over to you in 
the ‘‘Name That World” contest. 
So if you’ve got a great name for 
the D&D® game world, send it to 
the ‘‘Name That World” contest, 
TSR, Inc., POB 756, Lake Gene- 
va, WI 53147. The winner will 
receive an autographed copy of 
Manual of the Planes (in case of 
a tie, the earliest postmarked 
submission will win), and all 
names submitted become the sole 

property of TSR. The winner of 
the contest will be announced in 
DRAGON® Magazine. 


Look What Else the 
D&D® Game Has to Offer 


All of the D&D® modules pub- 
lished up to this point have been 
set in the world that the Gazet- 
teers will describe, and of course, 
all new modules will be set 
against the background as well. 
So let’s take a look and see what 
the D&D® game has to offer for 
the rest of 1987. 


Basic Set Adventures 


B1-9 In Search of Adventure 
(August, $15.00) is a 128-page 
supermodule that combines the 
best of the first nine modules in 
the B (for Basic) module series. 





This D&D® campaign adventure 
begins in the little town of 
Threshold which, you’ll remem- 
ber from the D&D® Expert set, is 
the official starting place for 
D&D® campaigns. Unlike most 
beginning adventures, the town of 
Threshold is the beginning for a 
number of different campaign 
sequences, so this adventure can 
be ae i over and over again 

with different parties. Or if 


your first party happens to get 
killed you can start all over again 
in Threshold and go in a new 
direction. 

The very best parts of the first 
nine B modules have been edited 
and compiled into a series of “sto- 
ry loops,” and players can choose 
which story loop they want to fol- 
low. One loop takes you in the 
direction of B4, the fabled Lost 
City, while another brings you into 
direct conflict with the evil Black 
Eagle Barony. A third involves 
you with the adventures in B7 
Rahasia, by Tracy Hickman. All 
of the adventures finally bring you 
to the City of Specularum, where 
you may solve the mystery of the 
Veiled Society. Then you have a 
chance to sail south in module X1 
The Isle of Dread, which is includ- 
ed in the D&D® Expert Set. If you 
haven’t run a D&D® campaign 
because you’re an “Advanced” 
player, maybe it’s time to give the 
old system a look. 

With all five boxed sets now 
published in a coherent game 
world, we think you’ll find a level 
of richness and sophistication in 
the D&D® game you may not have 
known was there. And B1-9 is a 
perfect place to start. 


Basic/Expert Set Adventure 


Another option for starting a 
D&D” campaign comes in module 
BX1 The Islandia Campaign, by 
John William Rice and John 
Wheeler (December, $9.95). A 128- 
page supermodule, The Islandia 
Campaign is an entirely different 
approach to D&D® game playing. 
The Islandia Campaign originally 
appeared in a series of modules 
published by a small company 
known as The Companions. Such 
classic modules as The Curse of 
Harath, Plague of Terror, Brother- 
hood of the Bolt, and Street of 
Gems were mystery and puzzle- 
solving adventures set in the 
realms of Islandia. 

One difference between Islandia 
and the D&D® game world is that 
Islandia is a “low power” area. 
Few, if any, characters ever 
exceed 10th level and magic is 
rare and difficult to come by. Iso- 
lated from the rest of the D&D® 
game world by strange ocean cur- 
rents, the Islandia campaign is a 
different and exciting variation to 
D&D® game play. 

The “BX” designation refers to 
an adventure that can be played 
both with the Basic and Expert 
sets, leading to many hours of 
campaign excitement. 


Expert Set Adventures 


For the D&D® Expert Set we 
have adventure X13 Crown of 
Ancient Glory by Steven Bourne 
(January 1988, $7.95), a 64-page 
adventure for character levels 
8-14. In this module the adventur- 
ers become locked in a desperate 
struggle to help a crown prince 
recover the crown and throne of 
his deceased father. Treachery, 
wizardry, and dark plots from a 
powerful witch and an agent of 
the Khan of Ethengar threaten to 
defeat them all. Steven Bourne is 
also the author of module X11 
Saga of the Shadow Lord, which 
appeared last year. 


Companion Set Adventures 


Moving up in level, we have 
adventure CM9 Legacy of Blood 
by Paul Jacquays, a rather spe- 
cial adventure for character 
levels 15-20. In Legacy of Blood, 


one of the adventurers is called by 
the Republic of Darokin to inherit 
a barony. That sounds like a sim- 
ple, pleasant matter until an evil 
wizard decides he wants the bar- 
ony. The problems of rulership are 
central to D&D® Companion Set 
play and CM9 is one of the first 
adventures to treat that in detail. 


Masters Set Adventures 





For the D&D® Masters Set we 
have two exciting adventures. The 
first is M4 Five Coins for a King- 
dom by Allen Varney (June, 
$8.00). This adventure for charac- 
ter levels 25-35 starts off with their 
home city vanishing! The only 
way to get it back is to search for 
and recover five magical coins 
and use their incredible powers to 
travel to a far-off, unknown plane. 
There they must rescue the 
ancient wizard who made the 
magical coins and finally fight a 
colossal battle in the very heart of 
the sun! 

Module M5 Talons of Night by 
Steve Perrin (December, $5.95), 
takes you to preside over a diplo- 
matic meeting on the Isle of 
Dawn. At last, the empires of Thy- 
atis and Alphatia may see some 
peace after decades of rivalry. 
However, the followers of Entropy 
have other ideas... 


Immortal Set Adventure 


Finally, for the D&D® Immor- 
tals Set, there’s IM3 The Best of 
Intentions by Ken Rolston (Sep- 
tember, $5.95). Rookie Immortals 
must handle the dirty work in this 
light-hearted adventure. From 
Herculean tasks that must be 
done, to the strangely confusing 
non-humanoid gods of a far-off 
plane, the adventurers learn the 
ropes of what it takes to be an 
Immortal. IM3 also provides new 
rules and role-playing options to 
expand the Immortals set. 


The BLACKMOOR™ 
Game World 


Dave Arneson, co-creator of the 
D&D® game, is also the creator of 
the BLACKMOOR™ Campaign— 
the original D&D® game. The 
BLACKMOOR™ campaign began 
in the early 1970’s and has been 
going strong ever since. BLACK- 
MOOR, the old timers among you 
will remember, was the title of one 
of the original supplements to the 
original D&D® boxed “Collector’s 
Edition.” The very first module 
ever published was one level of 
The Temple of the Frog. Now, 
TSR has published the BLACK- 
MOOR™ modules in their full form 
for the first time, beginning with 
last year’s DAI Adventures in 
Blackmoor and continuing with 
the classic DA2 Temple of the 
Frog, presented in its entirety for 
the first time. 

The BLACKMOOR™ game 
world, which is set approximately 
4,000 years before the world pre- 
sented in the D&D® Expert set, is 
a world in which magic interfaces 
with technology. Some of the tech- 


nology comes from time travellers 
from the 20th century, some from 
the City of the Gods (described in 
DA3) which is a huge spaceship 
that crash-landed on the D&D® 
Expert set world and some 
through such people as Steven the 
Rock (the man behind the Temple 
of the Frog) who sends its agents, 
including the mysterious Egg of 
Coot, throughout the world. 

The newest module in the DA 
(Dave Arneson) series is DA4 
The Duchy of Ten, by David Rit- 
chie (July, $8.00) which takes the 
campaign into one of the most 
dangerous areas of the continent, 
the Duchy of Ten, where players 
become enmeshed in a wild and 
dangerous adventure! It’s for 
character levels 8-12. 

Then we have DAS5 City of 
Blackmoor by Dave Arneson and 
David Ritchie (January 1988, 
$5.95) in which, at last, the adven- 
turers reach the fabled City of 
Blackmoor. They are to find out 
even more about the mysteries in 
which they are enmeshed. The 
BLACKMOOR™ game world is a 
unique and wonderful campaign- 
ing environment, and if you 
haven’t taken a look at the series 
yet, do so today! 


D&D®° GAME 
ACCESSORIES 


The ever popular accessories 
for the D&D® game in the AC line 
continues with AC10 Bestiary of 
Giants and Dragons by Jim Ward 
(October, $8.95), a 96-page anthol- 
ogy in the tradition of last year’s 
best selling Book of Lairs. The 
Bestiary of Giants and Dragons is 
a collection of short adventures 


featuring every type of giant and 
dragon from all the doxed sets of 


the D&D® game from Basic to 
Immortals, including the horrific 
Masters level dragons that chal- 
lenge even the most powerful 
party! AC10 Bestiary of Giants 
and Dragons is another 
“Dungeon Master utility” 
product, the perfect reference 
when you need a quick D&D® 
game encounter. 

To climax the year we have one 
of the most strange and wonder- 
ful products TSR has ever pro- 
duced, AC11 The Book of 
Wondrous Inventions (December, 
$8.95), a 96-page collection with a 
strange theme. In a world filled 
with magic, it seemed to us that 
people would start using that 
magic to build all kinds of labor- 
saving devices, that magic would 
become the techology of the 
world. So we called up our list of 
top game designers throughout 
the industry and asked, “If all the 
magic in the D&D® game were 
real, what would you build with 
it?” And they replied! 

How about a dishwasher with a 
captive black pudding that eats up 
the organics and leaves the china 
untouched? Or a refrigerator with 
a brown pudding as the cooling 
unit? Or a power-system with two 
iron golems turning a crank shaft 
(makes a great motor boat). 
Weird, wacky, and wonderful 
inventions ranging from flying 
ships to photocopying machines 
are part of a huge collection of 
intriguing, marvelous, and occa- 
sionally practical devices! With 
some 3-D ADVENTURE FOLD- 
UP™ figures of some of the more 
bizarre inventions by fold-up 
genius Dennis Kauth, The Book of 
Wondrous Inventions is the ideal 
Christmas gift for your favorite 
D&D® game player. 


GAMMARAUDERS™ Game from page 1 


at first, these idealists were 
determined to protect their small 
remnants of the past. 

But that was long ago. 

Mankind, mutants, and ani- 
moids have come a long since 
then. They rebuilt cities, factor- 
ies, and universities. The Gam- 
marchy was formed, a senate for 
all beings. In the time of chang- 
ing much knowledge was forgot- 
ten. Hard work has gained back 
some of this lost wisdom. 

Of course, the world of pre-Blow- 
Up days could never be recovered. 
Fashion sense went out the window 
as no one realized that fins don’t 
look right on helmets and shoes. 
Much of the wilderness had been 
mutated into bizarre and danger- 
ous forms. And then there were 
those irritating Factoids that fol- 
lowed people everywhere, asking 
lots of dumb questions and giving 
even dumber answers. No one 
knew where they came from or 
what they really wanted, but 
things were improving. People 
lived and worked together fairly 
soni and scientists like Pro- 
essor Womba made exciting new 
discoveries. The future looked rosy 
for awhile. 

And then came the despoilers— 
the Slugnoids. Formed from evil 
that survived in the wastelands, 
the Slugnoids blasted and burned 
their way through peaceful vil- 
lages and settlements. They were 
ruthless, cruel, and left nothing in 
their wake. Still, the army beat 
them when it caught them. Until 
the day the Slugnoids stole Wom- 
ba’s last discovery. 

Old Professor Womba had spent 
years working on a secret project 
in his lab. He-developed a process 
that combined the power of a 


machine with a living body. He 
didn’t intend it for war and didn’t 
even recognize the potential wea 
on he had created. But a Slugnoi 
spy did, and he murdered Profes- 
sor Womba for the secrets. 

The Slugnoids now had the 
greatest and most powerful weap- 
ons in the world. Juggernauts of 
lizard flesh and chromed steel— 
the bioborgs! These ravening mon- 
sters sprouted guns from their 
shoulders, lazers from their heads, 
and racks of missiles from their 
backs. Their hides were as hard as 
the best durillium armor. One hun- 
dred feet tall or more, they 
crushed houses and tanks with 
equal abandon. The army was 
helpless. 

It was clear that the Gam- 
marchy had to act fast. Hurriedly 
they authorized the founding of a 
special combat team—the Gam- 
marauders! From the remaining 
scraps of Professor Womba’s 
work, the first of the Gamma- 
rauder bioborgs was created and 
is now ready for action. The Gam- 
marauder team of experts is ready 
to take on the Slugnoids! 


But can the untested Gamma- 
rauders save civilization? 


The GAMMARAUDERS™” Game, 
designed by Allen Varney and 
edited by Mike Breault (Septem- 
ber, $15.00), is an exciting, fast- 
paced combat game pitting 
bioborg against bioborg in a 
mutating environment. Wildly 
changing powers and shifting alli- 
ances make for an action-packed 
slugfest on the weird side of high 
technology. An extra 16-page book 
by Jeff Grubb covers the weird 
and wacky world of Slugnoids and 
Bioborgs in the GAMMA- 
RAUDERS”™ game universe. 





The ROLE PLAYING GAME ASSOCIATION™ Network 


The ROLE PLAYING GAME 
ASSOCIATION™ Network is 
embarking on new projects to ben- 
efit its more than 8,000 members. 

The RPGA™ Network, an inter- 
national organization of gaming 
enthusiasts, is dedicated to pro- 
sear) Mig cp games and to 
providing activities, such as tour- 
naments, for its members. The 
tournaments are high-quality com- 
petition modules featuring game 
systems from companies through- 
out the gaming industry. RPGA™ 

members who participate in these 
tournaments earn experience 
points and progress in levels much 
the same way characters do in 
many re ae games. 
Among the RPGA™ Network’s 


plans this year are to promote 
RPGA” clubs and to increase the 
Network’s membership. Mem- 
bers receive a bi-monthly maga- 
zine, the POLYHEDRON™ 
Newszine, which features 


POLYHEDRON 








NET W O R K 


articles about a variety of game 
systems, information about 
upcoming conventions, tourna- 
ment results, and news about 
RPGA™ Network plans. RPGA™ 
one-year memberships are cur- 
rently available for $12. 

RPGA™ members have access to 
special products, such as the spe- 
clally-designed RPGA” players, 
judges, and polyhedron dice T- 
shirts. Members also receive an 
attractive RPGA™ Network pin, an 
identification card with their own 
membership number and, through 
the POLYHEDRON™ Newszine, 
they can exchange ideas with fel- 
low gamers. 

RPGA” Network members also 
are given opportunities to run and 
organize RPGA™ Network-sanc- 
tioned tournaments at local con- 
ventions. 

If you want more information 
about the RPGA™ Network, or you 
would like to join, you may write 
the Network at P.O. Box 97809, 
Chicago, IL, 60678-7809. 


TOP SECRET/S.I.* Game from page 1 


more focused on the secret agent 
of movies and TV. Action an 
adventure are primary features of 
the game. 

The PCs and major villains have 
enhanced abilities, as well as the 
opportunity to spend luck points to 
avoid campaign-ending disasters. 
The minor NPCs have to suffer 
through the rolls of the dice. 

The game is built around a sin- 
gle game mechanic, the Attribute 
Check. Each character has five 
attributes. Each attribute is gener- 
ated by a “d60” roll, giving a range 
of 20-79 for PCs and 10-69 for most 
NPCs. Players determine the out- 
come of acts by rolling d100 to try 
for a result lower than their rele- 
vant attribute score. Modifiers can 
shift attribute scores up or down in 
specific situations. 

Rules for the game are grouped 
into two categories: Standard 
Rules, governing the play of the 
game, and Reality Rules. The lat- 
er are optional and advanced rules 
that offer a greater level of detail 
(“reality”) to the game mechan- 
ics. Players may start a campaign 
with the Standard Rules and add 
the Reality Rules as the game pro- 
gresses. 

Skills are categorized by levels. 
Most characters have a level one 
skill at driving automobiles while 
only the pros might take such a 
skill to the fourth or fifth level. 
However, your character is much 
more than the sum of what he or 
she can do. A number of game 
features are designed to encourage 
role-playing and to help players 
visualize and play their charac- 
ters. Your character can be as 
well-rounded and broad-based—or 
as narrow—as you want. 

The combat system is a major 
breakthrough. It incorporates a 
single d100 roll to determine if 
you hit a target and where the 
wound is located. The same roll 
in hand-to-hand combat also tells 
how much damage the attack has 
inflicted! The combat system is 
very lethal, although the luck 
points enhance PC survival. 

Loving care and attention have 
gone into the development of 
vehicle rules. These are consider- 
ably more extensive than in the 
original system and include pro- 
tection and handling factors as 
well as acceleration. Skilled driv- 
ers will be tempted to try special 
maneuvers, such as ramming, 

ower turns, braking skids, and 

oot-leg turns. Vehicle and pedes- 
trian activity use the same scale 
so combining them in the same 
encounter is no problem. 

The TOP SECRET/S.1.* Game 
is packed with goodies—a 96-page 
players book, a 64-page adminis- 
trators book, four 16-page books, 
an administrators screen, maps, 
counters, dice, and even a 4-page 
rule summary for experienced 
role-players that should get you 
up and running with little prepa- 
ration time. It’s an amazing value 
for only $15.00. 

Lots of accessory material and 
modules will be available shortly 
after the game is released. 

TSACI G4 File: Guns, Gadgets 
and Getaway Gear (September, 
$8.95) provides all the details of 
weapons, vehicles, and special 
equipment—a wish book for your 
players. This volume, by the orig- 
inal TOP SECRET” game Admin- 
istrator, Merle Rasmussen, also 
provides all of the conversion 
information to go from the origi- 
nal TOP SECRET” Game to the 
new TOP SECRET/S.1." Game. 
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The first adventure for use with 
the TOP SECRET/S.I.™ game 
system is TS! Operation Starfire, 
by DRAGONLANCE® game 
designer, Tracy Hickman. This 
epic around-the-world adventure 
should provide a thorough work- 
out for your new campaign (Octo- 
ber $5.95). 





TSAC2 The AGENT 13™ Source- 
book, by Mark Acres (November, 
$8.95), is the first of a series of 96- 
page sourcebooks for the TOP 
SECRET/S.I.™ Game. Although a 
complete campaign world is pro- 
vided in the boxed set (another 
first for the TOP SECRET/S.I.™ 
game), each of the sourcebooks 
allows you to customize the game 
to the period and genre you like 
best. The AGENT 13™ Sourcebook 
covers all aspects of the world of 
1930’s adventures, focusing, of 
course, on TSR’s exciting super 
agent, AGENT 13”, The Midnight 
Avenger. The AGENT 13™ Source- 
book also incorporates the 
GANGBUSTERS™” game, TSR’s 
Chicago gangland classic. Special 
conversions are provided to bring 
the GANGBUSTERS” game into 
the TOP SECRET/S.1.™ game 
system. Hard-boiled detectives, 

dangerous gangsters, strange 
worlds of 1930’s pulp adventure— 
everything is provided to bring 
one of the most exciting decades 
of adventure fiction to life. 

Next comes TSAC3 The Covert 
Operations Casebook by John 
Prados (December, $7.95). Real 
life espionage cases ranging from 
the Walkers to Kim Philby, are 
detailed in this factual source- 
book, written by a noted real life 
historian. The Covert Operations 
Casebook includes scenarios 
based on the cases and guidance 
for building the most realistic of 
espionage campaigns. 

Finally, we have TS2 The 
Doomsday Drop, by Tracy Hick- 
man (January 1988, $5.95), a 
sequel to TS1. From the docks of 
Istanbul to the lush Riviera, your 
agents will be swept along in an 
exciting espionage adventure. 

And that’s just the beginning. 
We're hard at work on the 1988 
plans for the TOP SECRET” 
game system, so if there are peri- 
ods or genres that you would like 
to see in the system, it’s not too 
late. Drop a line to Doug Niles or 
to Warren Spector at TSR and tell 
them what you would like to see. 
We're very excited to have the 
TOP SECRET/S.I.™ game, espe- 
cially in its new, even more excit- 
ing form. We think it’s the best 
espionage game on the market 
and we think you'll agree. 

So remember, the excitement 
begins in August at your local 
game store! 
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THE WORLD OF BOOKS 


DRAGONLANCE® 
Books 


“Hello, me Bupu, famous gully 
dwarf. If springtime blues get 
you down, me have something 
even better than lizard cure to 
make all your problems go away. 
TSR have two new 
DRAGONLANCE® books for you 
to read. You already have two 
volumes of DRAGONLANCE® 
Chronicles and two volumes of 
DRAGONLANCE® Legends, now 
we have two volumes of 
DRAGONLANCE® Tales which is 
exciting new trilogy by Margaret 
Weis and Tracy Hickman.” (Ed. 
note: Because Bupu is a gully 
dwarf, she can’t count any higher 
ee two. Please excuse her dia- 
og.) 





“In volume one, The Magic of 
Krynn (April, $3.95) we have 
wonderful short story including 
one ask question Is Raistlin 
dead?’ (Answer is yes, sigh.) One 
book of two volumes is out and 
two more are yet to come. 
DRAGONLANCE?® Tales #2 is 
called Kenders, Gully Dwarves 
(that me), and Gnomes, edited by 
Margaret Weis and Tracy Hick- 

man (July, $3.95). In Kenders, 
Gully Dwarves, and Gnomes 


(Ba! Should have been Gully 


Dwarves, Kenders, and Gnomes) 
is two stories about Kenders, Gul- 
ly Dwarves, and Gnomes. Me 
think title real clever. Special 
inclusion is a novella of two pages 
long by Margaret Weis and Tracy 
Hickman. 


“Then we have DRAGONLANCE® 


Tales, Volume 2 (Ed. note: Actu- 
ally it’s number 3) is called Love 
and War. Is all about greatest 
love story between me, Bupu, and 
the Raistlin. Our great love and 
romance and how it was most 
important thing ever happened in 
World of Krynn.” (Ed. note: Actu- 
ally the Love and War volume is a 
collection of untold tales of love 
and war as they affect the major 
characters and events of Krynn. 
The love story of Bupu and Raist- 
lin, though no doubt touching, 
does not, repeat not, form a 
major part of this book.) 

“Oh, and one more book they 
try to sneak in on me, The 
Dragons of Xak Tsaroth by Roy 
Thomas (January 1988, $9.95). 
This book really neat. They call it 
graphic novel because it has pag- 
es and pages—I think two—of 
beautiful color pictures that illus- 
trate the story.” (Ed. note: The 
story, based on the 
DRAGONLANCE?® Chronicles, 
has full-color illustrations 
throughout. What we haven’t told 
Bupu is that the author is famous 
for his exciting CONAN comics 
and movie scripts and the illus- 
trator for the book, Tom Yeats, is 
a well-known artist who has done 
work for Marvel Comics, DC 
Comics, and AirBoy Eclipse 
Comics.) 





DUNGEONS FOR ONE 
(OR TWO) 


“So when are you guys going to 
put out some more solo dungeons?” 
That’s a question we are asked 
from time to time. The answer is 
very simple, we put them out all 
the time. But they’re not modules, 
they’re the new adventure game- 
books from TSR! Dungeons for One 
(or in the case of the ONE-ON- 
ONE™ books, Dungeons for Two), 
the solo gamebooks bring the 
AD&D® game experience to life 
wherever you are! 

All of our gamebooks allow you 
to create your own character or 
to take characters with different 
statistics through the same maze 
of choices. The gamebooks nor- 
mally have hundreds of different 
adventuring options that test 
your mettle as an adventurer to 
the utmost. 


AD&D® Adventure Gamebooks 


Our ADVANCED DUNGEONS 
& DRAGONS® Adventure Game- 
books bring the excitement of the 
AD&D® game to solo play. 
Packed with action-filled choices 
and deadly traps, all your adven- 
turing skills will be called upon to 
the utmost to survive. 

AD&D® Adventure Gamebook 
#13 is the Gates of Death by Terry 
Phillips (June, $2.95). Terry Phil- 
lips, who was the original Raist- 
lin in Tracy Hickman’s personal 
DRAGONLANCE® campaign is 
the author of Soulforge, a SUPER 
ENDLESS QUEST™ book, (the 
previous name of AD&D” 


Adventure Gamebooks), which 
told the secret story of Raistlin’s 
trials in the towers of high sor- 
cery. In the Gates of Death, you 
become Wyn, the Younger, who 
must prove your paladinhood by 
crossing beyond the very Gates of 
Death to save the life of a doomed 
princess. 

Trail Sinister by James Brum- 
baugh (September, $2.95) is 
AD&D® Adventure Gamebook 
#14. To save your father’s king- 
dom from the mercenary bands 
of marauding trolls, you and your 
companions must embark ona 
dangerous journey to recover 
four magical stone tablets. 

Allen Varney’s The Vanishing 
City (December, $2.95) is based 
on his DUNGEONS & 
DRAGONS? adventure module, 
M4 Five Coins for a Kingdom. 
Book #15 in the AD&D® Adven- 
ture Gamebook series is a high- 
level adventure in which you 
must discover the secret of five 
magical wizards who have stolen 
away all that you hold dear. Like 
the module, it takes you to a final 
titanic conflict in the heart of the 
very sun itself! 


CAR WARS™ Gamebooks 


Drive offensively! That’s the 
motto of the American Autoduel- 
ing Association, the governing 
body for the most thrilling sport 
of the year 2010. That’s the excite- 
ment in the CAR WARS™ Game- 
books from TSR, where the 
right-of-way goes to the car with 
the biggest guns. Based on the 
titanically successful game by 
Steve Jackson, CAR WARS™ 
Gamebooks bring the thrill of 
autodueling into solo gamebook 
form. 

(continued on page 7) 





Exciting New 
Fiction From TSR 


A little known facet of the far- 
flung TSR empire is AMAZING® 
Stories Magazine, the world’s 
oldest and original science fiction 
magazine. AMAZING® Stories 
was founded by Hugo Gernsback 
in 1926. 

“Papa Hugo” as he’s known to 
generations of science fiction 
fans, is the man for whom the 
Hugo Awards are named. Gerns- 
back was an early radio pioneer. 
Among his many accomplish- 
ments, he operated the first tele- 
vision station in New York City. 

Hugo Gernsback was also a big 
fan of scientific romances, as 
they were then known. Such writ- 
ers as Jules Vern and H.G. Wells 
published some of the earliest 
stories of that genre in his maga- 
zine, The Electrical Experi- 
menter, including that minor 
classic, Rocky Jones Radio Tube 
Bootlegger. 

The stories were well received 
and Gernsback decided to publish 
an entire magazine devoted to 
these stories. But what should he 
call them? Hugo racked his 
brains and then came up with the 
perfect term, “I’ll call it scienti- 
fiction.” AMAZING® Stories #1, 
with a cover painting by Frank 
R. Paul appeared in 1926. The 
masthead read, “Scientifiction 
Today, Amazing Fact Tomorrow.” 

The word scientifiction, as we all 
know, didn’t catch on. A few 


issues later, he decided that the 
term science fiction was a better 
description of the kinds of stories 
he published. 

To capture the history of the 
world’s oldest and most impor- 
tant science fiction magazine, 
TSR is publishing a series of 
short story anthologies represent- 
ing the very best from 
AMAZING® Stories for each dec- 
ade of the magazine’s existence. 

Already at your local bookstore 
is AMAZING™ Stories, Volume I, 
The Wonder Years 1926-1935 edited 
by famed anthologist Martin H. 
Greenberg. It contains stories 
from science fiction greats includ- 
ing H.P. Lovecraft, John W. Camp- 
bell Jr., and Edmond Hamilton. 

The second volume is AMA- 
ZING™ Stories: The War Years 
1936-1945, edited by Martin H. 
Greenberg (May, $3.95). It 
includes stories by Edgar Rice 
Burroughs, Isaac Asimov, and 
Harry Haase. 

Also coming out this year is 
Volume III, AMAZING™ Stories: 
The Wild Years 1946-1955, also 
edited by Martin H. Greenberg 
(August, $3.95), with stories by 
Anne McCaffrey, Charles Beau- 
mont, and L. Sprague de Camp. 

Another science fiction treat we 
are offering this year is the FAN- 
TASTIC™ Stories Magazine 
Anthology, edited by Patrick L. 
Price and Martin H. Greenberg 
(September, $7.95). This anthol- 
ogy collects all the best fantasy, 
horror, and science fiction stories 
from FANTASTIC™ Stories Maga- 
zine. 

The book, which includes such 
authors as Isaac Asimov, Robert 





Bloch, and Roger Zelazny, has a 
16-page full-color insert of past 
covers of the magazine. 


GREYHAWK™ Books 


The thrilling world of Krynn is 
only one of the exciting fantasy 
universes of TSR. One of the most 
famous is The WORLD OF 
GREYHAWK" setting, the origi- 
nal ADVANCED DUNGEONS & 
DRAGONS® campaign world. 
GREYHAWK™ Adventures Book 
#4, The Price of Power by Rose 
Estes (August, $3.95) follows the 
adventures of one of the strongest 
and proudest young men of the 
Wolf Nomads, the warrior Mika. 
In The Price of Power, Mika goes 
in search of the stolen scepter of 
the ancient gods. But, little does 
he suspect the price he must pay 
to obtain that power. 


FORGOTTEN REALMS” Books 


The FORGOTTEN REALMS™ 
game world premieres with its 
first novel in FORGOTTEN 
REALMS Book #1, Darkwalker 
on Moonshae by Douglas Niles 
(June, $3.95). Travel back toa 
time unknown, a place unknown, 
to experience the breathtaking, 
exciting adventures 


of the FORGOTTEN REALMS” 
game world. 

This epic Celtic saga pits Tris- 
tan, a young prince, against the 
aa shifting beast Kazgoroth, 
harbinger of the Darkfall. The 
Realm of Moonshae will also be 
described in AD&D® module FR1 
Moonshae, also by Doug Niles, 
described in the AD&D® game 
section of this newsletter. 


WINDWALKER™ Books 


A new series of fantasy novels 
published by TSR is the 
WINDWALKER*™ book line. The 
first two books, Once Upon a 
Murder by Robert J. Randisi and 
Daniel Ransom and Bimbos of 
the Death Sun by Sharon 
McCrumb, have already been 
published. Bimbos of the Death 
Sun, in particular is a delightful 
fantasy set at a science fiction 
convention in which a murder 
mystery is solved in an exciting 
role-playing finale. 

New for the WINDWALKER™ 
line in 1987 are three new books. 
The first is Rogue Pirate by John 
Gregory Betancourt (June, 
$2.95). The pirate hero of this 
story thumbs his nose at legali- 
ties and other pirates as well. He 
conquers the kingdom of an 
attractive but scheming queen 
and rules it for 24 hours merely to 
humiliate her, and then gives her 
a soul-stirring kiss and sails 
away, setting the scene for her 
revenge and his counter-revenge. 

Trail of the Seahawks by 
Ardath Mayhar, (June, $2.95) is 
the story of a woman who trains 
(continued on page 8) 


GAME BOOKS from page 6 

CAR WARS® Gamebook 4 is 
Badlands Run by Creede and 
Sharleen Lambard (August, 
$2.95). There’s not much on the 
road from Salt Lake City to San 
Francisco, except bandits, 
ambushes, ghosts, giant scor- 
pions...but for some reason nobo- 
dy has been able to make it 
through that route anymore. Your 
job is to find out why! 

In CAR WARS® Gamebook 45, 
Green Circle Blues by Scott Har- 
ing (September, $2.95), the editor 
of Autoduel Quarterly Magazine 
takes you on a thrilling battle 
against the terrorist gang, Green 
Circle, which has planted a bomb 
that will destroy a vital food fac- 
tory unless you can get Mitchell 
Havelock, the eccentric genius, to 
Seattle to defuse the bomb. 

In CAR WARS® Gamebook #6, 
Mean Streets by W. C. Armin- 
trout, (December, $2.95), you 
take on what looks like an easy 
mission. You only have to drive 
three miles, but those three miles 
are through the toughest, most 
lawless part of the Houston urban 
jungle; and with a price on your 
head, you may not get out alive! 


MARVEL SUPER HEROES” 
Gamebooks 


Face front true believers! In 
the MARVEL SUPER HEROES™ 
Gamebooks, you become your 
favorite Marvel character ina 
titanic struggle against the forces 
of evil. But watch your- 
self...unlike in the comics where 
the good guys always win, in the 
gamebook your fate can change 
on every page. 

MARVEL SUPER HEROES“ 
Gamebook #5 features the 
THING™ and the FANTASTIC 
FOUR” in One Thing After 
Another by Warren Spector (July, 





$2.95). The THING™ confronts the 
one great enemy his mighty 
strength can’t defeat—the rav- 
ages of an apparently incurable 
illness. Face-to-face with death, 
he must journey through time, 
space, and alternate dimensions 
to find a cure! 

Everybody’s favorite mutants, 
the uncanny X-MEN” are fea- 
tured in MARVEL SUPER 
HEROES™ Gamebook #6 The X- 
MEN” in An X-Cellent Death by 
Kate Novak (October, $2.95). 
Under highly unusual circum- 
stances the X-MEN™ uncover a 
government think tank whose 
mission is to eliminate interna- 
tional terrorism. They must try 
to protect the scientists them- 
selves from being terrorized by 
the sinister forces of the HAND”. 

Then your friendly neighbor- 
hood SPIDER-MAN™ comes to 
life in MARVEL SUPER 
HEROES™ Gamebook #7, As the 
World Burns, by Marvel historian 
Peter David (January 1988, 
$2.95). At the command of a mys- 
terious villain, SPIDER-MAN™ 
must scour the world to find the 
components of a powerful dooms- 
day weapon. If he fails, it could 
mean personal tragedy, but if he 
succeeds it could mean the end of 
the world! 


CATACOMBS” Books 


The Ultimate Maze Solo Quest 
is the closest thing to a role-play- 
ing game in gamebook form yet! 
Thirty-seven incredible full-page 
pictures bring a dungeon quest to 
life, but unlike any gamebook 
you’ve ever seen before, you’re 
free to choose any action. Any- 
thing you see in the picture, you 
can investigate with a level of 
choice and freedom you won’t 
believe until you see it. 


Faerie Mound 
of Dragonkind 
ro 


/ 





In Faeriemound of Dragonkind, 
CATACOMBS” Gamebook #1 by 
Jean Blashfield and James M. 
Ward (May, $7.95), you can play 
one of two characters, a Celtic 
bard or a fighter. Then you must 
bravely venture into a magical 
Celtic Faeriemound and over- 
come the traps and trickeries of 
the strange, mystical and some- 
times evil inhabitants of the 
Realm of Fairy. Among you is a 
strange elf who can either help 
you or hinder you as you seek to 
complete your quest. A special 
technique allows the elf to switch 
places each time you play the 
adventure. You never know 
where he will pop up. 

In CATACOMBS™ Gamebook 
#2, Gnomes-100, Dragons-0 by 
Jean Blashfield and James M. 
Ward (November, $7.95), the 
strange gnomish realm of Mount 
Nevermind from the 
DRAGONLANCE® books comes 
alive. An unlikely hero, the son of 
the baker, is hired by the gnomes 
to lead them into battle against 
the dragons. He has at his dis- 
posal all the benefits of the 
gnomes’ incredible technology 
including a clothes washer and a 
snow cone machine! 


ONE-ON-ONE™ 
Adventure Gamebooks 


The ONE-ON-ONE” Adventure 
Gamebooks take the thrill of 
gamebook adventuring and adda 
second person. Each ONE-ON- 
ONE™ Gamebook set includes two 
paperback books. Players read 
text and follow a map, chasing the 
other’s character through an excit- 
ing and dangerous environment 
and finally meet in combat! 





ONE-ON-ONE™ Adventure 
Gamebook #9 is a MARVEL 
SUPER HEROES" adventure 
featuring DAREDEVIL” vs. the 
KINGPIN™ in The King Takes a 
Dare by James M. Ward (May, 
$5.95). DAREDEVIL™ and 
KINGPIN™ have been fighting 
each other for a long time much 
to the chagrin of New York resi- 
dents who would like a little 
peace and 


quiet in their city. Now DARE- 
DEVIL” and KINGPIN™ have 
decided that the feud must stop. 
But only one will survive. 





The Dragon Wand of Krynn by 
Greg and Nancy Fahlgren (July, 
$5.95) is AD&D® Adventure 
Gamebook #10, a 
DRAGONLANCE?® book special. 
One player becomes Sir Patrick, 
ambitious Knight of Solamnia, 
and the other becomes Lord 
Ariakan, son of the Dragon 
Highlord. They must race each 
other through the ruins of the city 
of Tarsis to find the lost Temple of 
the Dragons. 


SNIPER™ 
Adventure Gamebooks 


The realistic thrills and excite-. 
ment of the SNIPER!™ game 
from the SPI™ line are brought 
into solo gamebooks with the SNI- 
PER™ Adventure Gamebook line! 


SNIPERE 


SNIPER™ Adventure Gamce- 
book’ #1 is Viet Rampage by Mark 
Acres (September, $2.95). The 
mission is to cross through 100 
miles of hostile mountains and 
jungle to recover the data banks 
from a destroyed satellite that 
has recorded secret Soviet infor- 
mation. Introduced by an actual 
CIA agent, it brings new realism 
and detail to gamebooks. 

Blast Out in Lebanon by Dana 
Kramer (September, $2.95) is 
SNIPER™ Adventure Gamebook 
#2. A battle-hardened mercenary 
lives by only one rule: never 
work for free. But when his friend 
is kidnapped in Beirut, the mer- 
cenary decides rules are made to 
be broken. 

Into China by Dan Greenberg 
(November, $2.95) is SNIPER™ 
Adventure Gamebook #3, an 
incredible mission behind enemy 
lines. Lu Chen was China’s top 
agent in Russia, now he has 
learned something so startling 
that he is willing to disobey his 


MANUAL from page 3 

So, on the heels of completing 
the MARVEL SUPER HEROES™ 
Advanced Set (and at the same 
time he was compiling the FOR- 
GOTTEN REALMS” boxed set), 
Jeff Grubb took over the massive 
task of integrating material that 
was never designed to be inte- 
grated in the first place. 

Consider, for example, that the 
planes are infinite (except the 
demiplanes, but that’s another 
story). Can these regions be 
mapped? How do the hells appear 
to descend and the heavens rise? 
Where do the gods of the ancient 
pantheons live? Do they get along 
with each other? What about oth- 
er types of life on those planes? 
How does one find their way 
around an infinite plane filled 





7 
superiors and pass the informa- 
tion directly to the top CIA agent 
in the far East—you! 

SNIPER™ Adventure Game- 
book #4, KBG Doublecross by 
Matt Costello (January 1988, 
$2.95) takes you on a mission to 
infiltrate Moscow as one of the 
West’s top agents. Your mission is 
to recover a stolen cruise missile 
guidance system—but is it really 
a trap? 


LAZER TAG™ 
Adventure Gamebooks 


Now join us in the year 3010 
where war is no more and the 
sport of LAZER TAG” is king. 
The LAZER TAG™ Adventure 
Gamebooks follow the adventures 
of a young team of hopefuls for 
the crack “Galactic LAZER 
TAG™ Team Championships.” 

In the first book, High Spy, you 
make the team anG then find 
yourself embroiled in the danger- 
ous fast-paced world of interstel- 
lar espionage (June, $2.95). 





Danger, Second Hand (June, 
$2.95) is the second LAZER TAG™ 
Adventure Book. Now that you’re 
a key member of the sharpshoot- 
ing team, you find it puzzling 
when your team begins to lose 
repeatedly to a team you’ve beat- 
en easily in the past. 

When the arch-rivals don’t 
show up at an interstellar meet, 
your Sharp shooting teamis ~~ 
accused of foul play. Before you 
can clear yourselves or find the 
missing rival team, you’re 
barred from competition. That’s 
just part of the mystery in Invisi- 
ble Rival (September, $2.95), 
LAZER TAG™ Adventure Game- 
book #3. 

Finally, your team makes it to 
the ultimate testing grounds, the 
Galactic Games. There, you face 
a new race of beings that enter 
the competition, who not only 
threaten your team’s chance of 
winning but also threaten inter- 
galactic peace! That’s the climax 
in The Galactic Games (Decem- 
ber, $2.95). 


[Es 


with elemental fire? In deed, how 
does one survive on an infinite 
plane filled with elemental fire? 
Manual of the Planes answers 
these questions and more, while 
maintaining the “sense of the 
unknown” that makes the planes 
such a special place to visit. 

Jeff created the first “unified 
spell theory” that treats all spells 
of a similar type in a similar fash- 
ion, reducing (though not negat- 
ing) the amount of special effects 
spells which occupy pages for 
every layer of the Abyss. Each 
plane has its own individual dan- 
gers, however, and special rules 
and exceptions are provided for 
those who journey there. So break 
the bonds that hold you to the 
prime material plane and start 
the most cosmic journey of all! 





GAMMA WORLD® EPIC 
CONTINUES 


Last year, the classic GAMMA 
WORLD® game was released in a 
new edition, thrilling fans of the 
post-nuclear war environment. A 
new combat system and an exten- 
sive revision of the rules made the 
game an instant sell-out. To follow 
up the challenge, we began pub- 
lishing the most far-reaching and 
exciting module series ever set in 
that weird and dangerous future. 
Beginning with module GW6 Alpha 
Factor and projected to continue 
into the 1988 GAMMA WORLD® 
modules, the characters began an 
incredible quest to find the ancient 
artifacts that would allow the re- 
building of the fabled sky chariot. 
In Alpha Factor players discov- 
ered their quest and set out on the 
first leg of their journey. 

Then in GW7 Beta Principle, a 
visit to the remains of an old 
amusement park sets the stage for 
an exciting adventure to the leg- 
endary sky-walking city of the 
ancients. In GW8 Gamma Base, 
the brave adventurers discovered 
an ancient military base filled with 
useful and valuable artifacts. 

Two more GAMMA WORLD® 
modules will continue the adven- 
ture. Module GW9 The Delta 
Fragment by Jim Ward (August, 
$8.95), is a 96-page perfect bound 


adventure that includes a major 
rules supplement. In this module 
the adventurers must find the 
Pilots of the Ancients. Mysterious 
computers to help build and con- 
trol the space ships they seek to 
produce for the Restorationists, a 
new Cryptic Alliance. 

Then in GW10 Epsilon Sector 
by Kim Eastland (November, 
$5.95), the saga continues as the 
adventurers face the King of the 
Mountain in Epsilon Sector. _ 
There they have only a short time 
to try to find the legendary Fires 
which, once captured, will power 
the fabled sky chariot. 

In 1988 the epic will continue as 
the sky chariot is assembled and 
the players are able to take off 
for the heavens. 


By the way, if you bought the 
third edition GAMMA WORLD® 
set, make sure your box includes a 
se of the GAMMA WORLD® 

es supplement. (Some of the 
first few copies to leave TSR didn’t 
have that in them.) If you’re miss- 
ing the GAMMA WORLD? rules 
supplement book, just send a post- 
card to GAMMA WORLD® Game, 
TSR, Inc., P.O. Box 756, Lake 
Geneva, WI 53147. We'll get one out 
to you right away. 


WIZARDS from page 3 


tics, and handles the other details, 
but also does development, partici- 
pates in playtesting, and works 
closely with the designer to make 
sure that the final product is as 
good as possible. 

The editor also prepares art 
suggestions for TSR’s art staff 
and coordinates the project with 
the graphic arts department 
(who does the actual layout and 
pasteup of the publication), our 
hard-working typesetters, map- 
pers, and the many other people 
who get the project ready for the 
printer. 

Then the project goes to the 
printer. Mike Martin, our Direc- 
tor of Manufacturing, coordinates 
this process. He gets the product 
printed, and supervises our 
assembly and manufacturing 
people, who put all the pieces 
together when they come back 
from the printer. 

Then it moves to the shipping 
dock where it’s shipped out to 
distributors all over the country 
and from there to the retailer — 
where you buy the product. 

Distributors are another group 
of unsung heroes in the game 
business. They take products 
from many different manufactur- 
ers and go out and serve each 
individual store that sells games 
and fantasy books and make sure 
they have all the product on their 
shelves as quickly as possible. 


The First Annual Official TSR Dumb Ideas Contest 


In the mixed up files of the TSR 
Design Staff, there rests over 200 
product ideas that never hap- 

ned. There are a lot of reasons 

or this. Some of the ideas just 
didn’t fit with where we were 
going. Some were just plain bad. 
But others were just a little too 
eccentric or a little too strange to 
make it onto the schedule. So 
we've decided to throw it open to 
you to decide which of these ideas 
ought to see the light of day. 

We bring you The First Annual 
Official TSR Dumb Ideas Con- 
test, in which some of our favor- 
ite ideas will be presented to you 
for a vote. Write down on a post- 
card the name of the product on 
this list you would most like to 
see in print and mail it to: Dumb 
Ideas Contest, TSR Inc., P.O. Box 
756, Lake Geneva, Wisconsin 
53147. We’ll sort them all out and 
in 1988 we’ll publish the project 
that gets the most votes from 
you. If you think three ideas are 
great, send us three postcards. 
But please, put only one idea on 
each postcard. 

And there’s something special 
in it for you, too. Once we've tab- 
ulated all the votes and know 
which project we’re going to pub- 
lish, we’ll take all the cards dump 
them in a big hat and pull out a 
postcard. The person whose 
name and address is on that card 
gets a free autographed AD&D® 
hardcover book! 

So here goes a selection of 
some of the best “dumb ideas” 
from the admittedly twisted 
minds of some of the finest game 
designers in the business. 


Fortress of the Kobolds 


Tired of swaggering 15th level 
Paladins with swords +5 and 
armor and one each of every 
magical item in the DMG? Tired 


of arrogant, unkillable player 
characters? Well, there’s hope for 
you in the first Trash the Player 
module from TSR, guaranteed to 
take your most powerful charac- 
ters down a peg. 

The premise is simple. Twenty- 
five kobolds have captured a 
princess and hold her deep in 
their fortress. Without making up 
any new magical spells or new 
magical items or playing any 
kind of unfair tricks on the play- 
ers, the kobolds are guaranteed 
to kill at least 50% of an 18th level 
party. Just wait until your play- 
ers have to confess that their 
super characters were wiped out 
by a party of...kobolds? 


The GREYHAWK” Jam 


This is a round-robin supermo- 
dule with many of the top game 
designers in the industry, each 
contributing a level to the ulti- 
mate Castle Greyhawk dungeon! 
Every game designer that partic- 
ipates in the project gets a blank 
sheet of graph paper with 
entrances and exits to his level 
marked, but that’s it! Everything 
else is up to him, and each game 
designer has a different level. 
You’ll never know what to expect 
on the next page as you go down 
level after level in the strangest 
dungeon ever devised. 


Space 1889 
A BOOT HILL® Game Expansion 


Return with us now to those 
thrilling days of yesteryear when 
ray-gun-equipped cowboys hit the 
dusty trail to the outer reaches of 
the solar system. Full science- 
fiction rules for the BOOT HILL® 
Game System bring the 19th and 
the 21st century together. 


Top Ballista 


“We send two percent of our 
ballista operators to Top Ballista 


school.” Players learn to operate 
missile weapons from dragon 
back and flying carpet in a death- 
defying training school. 


Stung 


Another in the Trash the Player 
adventure series. This module 
provides the perfect way of rid- 
oe players of those unsightly 
gold pieces and excess magical 
items! A classic “sting” opera- 
tion run by the Dungeon Master 
and various NPCs against the 
player characters, this adventure 
is designed to relieve them of the 
burden of lugging around mounds 
of treasure and to return them to 
the poverty-stricken state in 
which they began the game. 


The Sound and the Fury 


One of our favorite dumb ideas, 
this is a module that has an audio 
cassette filled with music, sound 
effects, and other audio enhance- 
ment for your dungeon experi- 
ence. A cassette would probably 
add about five dollars to the 
retail cost of a module. But we 
think it would be loads of fun. 


The Ogmoor Orc Hunt 


A magic user hires a party of 
adventurers to infiltrate an orc 
tribe to retrieve his magic book. 
“TI can make a foolproof disguise 
for you so you can get in and out 
without any trouble,” he says, 
and polymorphs the party into 
orcs. On your journey to infiltrate 
the orc tribe you must pass 
through the Duchy of Ogmoor 
which just happens to be experi- 
encing the annual Ogmoor Orc 
hunt. Look out! Still another in 
Trash the Player module series. 


Remember, vote early and vote 
often! 


They form the link between TSR 
and the store where you picked 
up this newsletter. 

So, when a new module leaves 
the TSR shipping dock, it travels 
first to a distributor, then the dis- 
tributor takes orders from the 
different retail stores, combines 
TSR product with products from 
other manufacturers and sends 
them out to the individual store. 

It usually takes four to six weeks 
from the day the product leaves 
the TSR shipping dock until the 
time it shows up in your store. So 
the next time you see a note in 
DRAGON® Magazine or see some- 
thing in this newsletter that says, 
“This is a May item,” and it 
doesn’t show up in the store on 
May 1, don’t blame the retailer. 

Sometimes, we run a little late 
in design or in editing or in 
another department and that 
makes the product late. It’s a 
complicated process and 
nobody’s perfect. 


FICTION from page 6 


to become a warrior so she can 
find her son who has been cap- 
tured by the Seahawks, a blood 
thirsty band of pirate brigands 
intent on ruining the new city of 
Portland. Set in a futuristic, frag- 
mented America, this lively epic 
fantasy is pure adventure. 

And finally The Strange Voyage 
of Kian the Mariner by Harold 
Bakst (December, $2.95) is the 
story of an orphan who set sail 
with a bumbling but lovable 
friend and a runaway princess to 
embark on a series of fanciful, 
high-sea adventures. 


And for something completely 
different there is CINEMON- 


STERS, edited by Martin H. 
Greenberg (November, $7.95), an 
exciting anthology of stories on 
which famous movie monsters 
were based. Find out the true 
beginnings of the horrible crea- 
tures that were introduced by 
H.G. Wells in the Empire of the 
Ants, Stephen King in Children of 
the Corn, Steven Vincent Binet in 
The Devil and Daniel Webster, 
and many more. Extensively 
illustrated and packed with thrill- 
ing horror stories, CINEMON- 
STERS will be a welcome 
addition to any horror movie 
buff’s library. 


AGENT 13™ Books 


The thrilling adventures of 
AGENT 13”, the Midnight Aveng- 
er, continues in AGENT 13™ Book 
#3/#4, the first TSR Back-To- 
Back adventure novel. Iron Fist, 
Velvet Glove/Rendezvous With 
Destiny is written by Flint Dille 
and David Marconi, and Mark 
Acres (October, $3.95). AGENT 
13™ is the ultimate 1930’s pulp 
adventure hero, a man witha 
shadowy past and a mission—to 
destroy the Evil Brotherhood! 

In Iron Fist, Velvet Glove, 
AGENT 13™ travels to China to 
reconcile Chiang Kai-shek and 
Mao Tse-tung, but clues lead him 
back to Chicago where he first 
encounters the dreaded “Iron 
Fist” and the seductive “Velvet 
Glove!” Then in Rendezvous with 
Destiny, AGENT 13” travels to 
Spain in 1936 to follow the arms- 
dealing trail from Argentina to 
Hollywood. AGENT 13”, the Mid- 
night Avenger can also be added 
to your TOP SECRET/S.I.™ role- 
playing game. (See the TOP 
SECRET/S.1.™ game story else- 
where in this newspaper.) 


The Future in Flames! 
Mutant Madness Strikes! 


When the MARVEL SUPER 
HEROES” Advanced Set burst 
upon an eagerly awaiting world 
last year, it opened new horizons 
for Super Hero gaming. For the 
first time, all the nuances of the 
MARVEL SUPER HEROES™ 
universe were laid out at your 
fingertips. Major design break- 
throughs, such as the unique 
“Power Stunts” oan let you 
replicate the powers of your 
favorite MARVEL SUPER 
HERO™ like never before. The 
MA series of 96-page Super Hero 
source books laid out an increas- 
ing number of heroes in full 
Advanced Set detail ready for 
play. In addition, a never-ending 
panoply of super villains, gad- 
gets, supporting cast, and extra 
Marvel history served to give 
your MARVEL SUPER 
HEROES™ campaign a founda- 
tion unequaled by any Super Hero 
game system. 


MARVE\. 


SUPER HEROES 





With all that success, there was 
only one thing we could do—top 
it! And top it we have. The open- 
ing guns of the new MARVEL 
SUPER HEROES” Game System 
were unleashed in March when 
MA3 The Ultimate Powers Book 
burst onto the scene. By long- 
time comics fan, David E. Mar- 
tin, The Ultimate Powers Book is 
the most comprehensive listing of 
super powers ever compiled, not 
only for use by the gamer, but 
also for every comics completess. 

The Ultimate Powers Book is 
an essential part of your library. 
Years of research went into the 
compilation of the 293 discreet 
powers described in full detail, 
and 293 powers times the five 
ranges and then times the 18 
power levels from the MARVEL 
SUPER HEROES” Advanced Set 
equals 26,379 discreet powers! 

Gleaned from your favorite 
comics, science fiction and fanta- 
sy novels, and dozens of other 
sources, all powers are fully 
detailed in MARVEL SUPER 
HEROES” Advanced Set terms. 

From energy emission to men- 
tal control, from energy dopple- 
gangers to forced reincarnation, 
the powers you’ve been waiting 
for are here. A new kind of char- 
acter generation system (to use 
or not, the choice is yours) has 
been created enabling you to do 
even more than before. New 
tables for ranges and movements 
have also been set up to take into 
account the staggering propor- 
tions of these powers. 


Also in the MA (MARVEL 
Advanced Set) line comes MA4 
The FANTASTIC FOUR™ Com- 
pendium also by David E. Martin 


(January 1988, $8.95), 96 pages 
packed with the roster of the old- 
est and | isbee team of super- 
powered heroes in the MARVEL 
universe—The FANTASTIC 
FOUR™! 

From detailed blueprints of the 
Baxter Building, to the new 
secrets of Four Freedoms Plaza, 
from the various incarnations of 
DR. VICTOR VON DOOM”, to the 
strange machinations of The 
IMPOSSIBLE MAN”, from 
“Flame On!” to “It’s Clobbering 
Time,” Bashful Benjie, the Ever- 
Loving Blue-Eyed Thing, to 
super-brain Reed Richards, his 
lovely wife Sue and Johnny 
Storm, the original excitement of 
MARVEL is brought to life. 

In the tradition of MAI Chil- 
dren of the Atom and MA2 Aveng- 
ers Coast to Coast, this is a book 
no comic library or superhero 
game can afford to be without. 
"Nuff said! 

Then face front with the most 
amazing continued series Super 
Hero epic ever conceived by the 
mind of man. The “Future in 
Flames” series is portrayed in 
the titantic series MX1-MX4, 
describing a nightmarish future 
in which mutant-hunting robots 
empowered to detect, hunt down, 
and destroy those with exception- 
al abilities is grim reality. It is 
the day after tomorrow and worst 
of all it’s in your home town! 

The saga begins in MX1 Night- 
mares of Futures Past by Steve 
Winter (May, $8.00). New laws 
have been passed outlawing the 
use of mutant powers and allow- 
ing members of the homo superi- 
or race to be imprisoned without 
trial. They’ve just set up a 
Mutant Internment Camp outside 
of your hometown, and worse yet, 
you’re a mutant. 





What do you do now? Set 15 years 
in the future, this series allows 
you to take your favorite Marvel 
character (or your own home- 
grown hero), age him into the 
future, customize him or her, and 
go into action! - 

Next is MX2 The X-Potential by 
Mark Acres (July, $8.00). The 
Revolution begins. Initial victo- 
ries come easily against an 
unsuspecting oppressor, yet the 
mutant-hating forces fall back to 
re-group, only to return stronger 
than before. Your heroes are 
marked for death, and the only 
hope of their salvation and the 

salvation of their world lies in the 
lair of the most hated villain of 
the future! 

The penultimate chapter in the 
Future in Flames saga is MX3 
Reap the Whirlwind by Warren 
and Caroline Spector (September, 
$5.95). Things always look darkest 


before the dawn. But sometimes 
the dawn never comes at all. Has 
revolution and revolt been the 
answer or has it just been a dead- 
lier trap than the one you’ve just 
escaped? 

And the excitement reaches its 
astounding climax in MX4 
Flames of Doom by David “Zeb” 
Cook (November, $5.95). This is 
it, the final battle. The fates of 
the past, present, and future hang 
in the balance and only your 
heroes can tip the scales. But, 
who will survive the cold grip of 
death? 

Meanwhile, solo adventure con- 
tinues in the MARVEL SUPER 
HEROES” Adventure Game- 
books front! The THING™ and the 
FANTASTIC FOUR” co-star in 
MARVEL SUPER HERO™ 
Gamebook #5, One Thing After 
Another by Warren Spector (July, 
$2.95). 

The X-MEN” star in An 
X-Cellent Death, MARVEL 
SUPER HEROES” Adventure 
Gamebook #6 by Kate Novak 
(October, $2.95). 

Finally, Marvel historian Peter 
David presents the Amazing SPI- 
DER-MAN"™ in As the World 
Burns, Adventure Gamebook #7 
(January, 1988, $2.95). 

For two-player excitement, the 
MARVEL SUPER HEROES™ 
ONE-ON-ONE™ Adventure 
Gamebooks are just the thing. 
The DAREDEVIL™ fights the 
KINGPIN™ in The King Takes a 
Dare by James M. Ward, ONE- 
ON-ONE™ Gamebook #9 (April, 
$5.95). Each ONE-ON-ONE™ 
Gamebook consists of two paper- 
back books in a slip case. By 
reading text, and following a 
map, characters chase each oth- 
er through an exciting and dan- 
gerous environment and finally 
meet in combat. 

So hold on to your hats and run, 
don’t walk, to your local game 
and bookstore for the best in 
MARVEL SUPER HEROES™ 
excitement! 





DRAGONLANCE® Hardcover from page 2 


is a must for any 
DRAGONLANCE® game fan. 
Now you can play the 
DRAGONLANCE® campaign 
with special DRAGONLANCE® 
rules. 

And in 1988 new 
DRAGONLANCE® Adventures, 
covering times both before and 
after the Wars of the Lance, will 
continue the adventure in the 
World of Krynn. 


The DRAGONLANCE® 
Calendar is Back! 


The year 1988 will see the all 
new DRAGONLANCE® Tales 
Calendar (July, $6.95). The magic 
returns in this beautiful fantasy 
calendar that includes 14 beauti- 
ful poster-quality illustrations 
from the DRAGONLANCE® 
Saga— 






Barb ion pu rs 


" LET'S PARTY 
ON SOME RUBBLE! 


It’s been a long first year, but 
it’s been worth every melee round 
of it. It’s time to celebrate in the 
good old-fashioned way that bar- 
barians everywhere know and 
love. No, not eating, drinking, 
and wenching—that’s work. I 
mean it’s time to party on some 
rubble—some rubble, that is, in 
your town! 

Yes, DUNGEON™ Adventures 
is coming to your local hobby 
shops and bookstores this fall. 
Starting with issue #7 (Septem- 
ber/October 1987), DUNGEON 
Adventures will be carried 
nationwide, and adventurers eve- 
rywhere will get the chance to get 
down and go dungeon-busting in 
the worst chaos-ridden wizard’s 
dens this side of Greyhawk. 
There’ll be green slime, red 
dragons, blue devils, and yellow- 
bellied thaumaturges scattered 
across the whole Prime Material 
Plane, from the arctic wilderness 
to the rain forests, from enchant- 
ed ruins to fiery deserts, with 
every kind of loot from diamonds 
and emeralds to berserk arti- 
facts. 

Each issue of DUNGEON 
Adventures is only $3.75—an 
incredible bargain for AD&D® 
and D&D® game players. Where 
else can you get 64 pages of high- 
intensity action and excitement, 
with the deadliest monsters, the 


as 


G7 


iy 


most owerful sorcerers, and the 
most bizarre magic in the Multi- 
verse? 


So, be looking for us this fall. 
We’ll be at your house once we 
get our war dinosaurs warmed 
up. But if you can’t wait and you 
want to go rubble-making with 
the best, just write to: 
DUNGEON Adventures, Sub- 
scription Department, P.O. Box 
110, Lake Geneva WI 53147. We'll 
get you Set up faster than a half- 
ling can run from a tyranno- 
saur— faster, for that matter, 
than a halfling can run from any- 
thing. 

DUNGEON Adventures: It’s 
not just a job, it’s the best adven- 
ture of them all. Join us today. 
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New Favorites/Old Classics 
—TSR® Boardgames 


TSR means boardgaming BALDERDASH? once can’t wait 
excitement! In 1987 we’re bring- __ to play it again. See what the 
ing three new winners to you, The excitement is all about! 
CHASE™ Game, The CHEERS® 
Game, and the PERRY MASON™ 
Game! 

The CHASE™ game is an 
award-winning game that com- 
bines the thrill and excitement of 
such perennials as PENTE and 
OTHELLO (not TSR products) 
with the strategy and tactics of 
chess. Using dice as playing piec- 
es on a hex board, the CHASE™ 
game is like nothing you’ve ever 
seen before. It can be learned in 
only five minutes and a game 
takes about 30 minutes to play. 
Yet, the excitement and subtlety 
will keep you coming back for 
game after game. 


BALDERDASH. 


2am S 


Another classic game from 
TSR is the BROADWAY™ Game 


M.A.S.H.). A wonderful game 
it was the TSR design staff's 


favorite game out of over 600 out- 
side submissions playtested. 





by Mike Farrell (B.J. Hunnicut of 


about producing Broadway plays, 


Live from 3010 A.D., it’s the 
Official LAZER TAG” Handbook! 


So what do you do with a $49.95 
ray gun? As usual, TSR has the 
answer! The LAZER TAG™ Offi- 
cial Live Action Gamebook 
(available wherever LAZER 
TAG™ equipment is sold) includes 
games, Safety rules, tips, and 
official club information to make 
your LAZER TAG™ gaming even 
more exciting. In the Official 
LAZER TAG™ Tournament Book, 
by James M. Ward (May, $7.95), 
rules for tournaments using team 
play are provided so that players 
can practice for tournaments at 
home using the same games 





craze that’s sweeping the country, 


played at the nationwide LAZER LAZER TAG™. 
TAG™ tournaments. So get in on ... The game that moves at the 
the ground floor of the action speed of light! 


SPI* Game from page 3 





The CHASE™ game has been 
named one of the top ten games 
of the year by Omni Magazine 
and was listed in the famous 
Games 100 Best Games of the 
Year. Packed in a unique, durable 
plastic case, the CHASE™ game 

is the ideal game to take any- 
where. It’s by designer Tom Krus- 


zewski (May, $12.95). Watch for it 
in your local game store. 





The Emmy-award winning 
NBC TV comedy series is now the 
basis of a new fun-filled game 
based on the famous Boston bar 
where “everybody knows your 
name,’—The CHEERS® Game 
(June, $19.95). Fans and would-be 
fans can play their favorite 
CHEERS? character from Norm 
to Carla in this game of zany 
notes and quotes. Look for the 
challenge of Normie’s Olympics, 
the ultimate strategy device. 

Enter the court room as Perry 
Mason, the man who’s never lost 
a case, in the PERRY MASON™ 
game (August, $19.95). A unique 
mystery-solving game, PERRY 
MASON” calls on all of your legal 
and deductive skills to solve the 
mystery. 

What’s a perwitsky? Well, when 
you play the BALDERDASH® 
Game you'll never be sure, 
because every player makes up 
his own bluff definition! The 
BALDERDASH® Game contains 
2,500 of the zaniest, strangest 
words you’ve ever seen in the 
funniest game you’ve ever 
played. Everybody we know 
that’s played 





Or become the complete 
Ralph in TSR’s 
The HONEYMOONER’S™ Game, 
and match wits with the most 
classic situation comedy of all 
time. 





If you’re looking for the ulti- 
mate party, look for TSR’s 
PARTYZONE™” Entertainment 
games —a complete party ina 
box. Invite your guests, give 
them role-playing identities, and 
set them out on the path to solve 
a mystery. Whether you like 
secret agents in the SPY RING™ 
Scenario, want to unravel a mur- 
der and analyze a will in The 
INHERITANCE” Scenario, or 
party on the French Riviera in 
the KNAVE OF HEARTS" Sce- 
nario, PARTYZONE™ games will 
make your party a guaranteed 
smash! 


THE 
COURTROOM 
SUSPENSE 
GAME 





then have to sweat out the next 
initiative die roll to find out if his 
attack will come off. 
ONSLAUGHT™: D-DAY TO 
THE RHINE is a must for any 
gamer’s library. It’s the ideal 
game to use to introduce a new 
player to the hobby or equally 


ideal for two experienced warga- 
mers who just have four hours on 


a week night to get in a hard ses- 
sion of play. 

It’s really something special 
and we think you ought to check 


it out. ONSLAUGHT™: D-DAY TO 


THE RHINE is designed by H.G. 
Wells award winner Douglas 
Niles (who also did the SPI™ 
WORLD WAR II™ game) and 
edited by top war game devel- 


oper, Steve Winter, whose credits 
include the SNIPER!™ Game. 


SNIPER!™ Expansion Set 1 





Last year’s revision of the 
exciting, action-packed 
SNIPER!™ game was an instant 
hit. The SNIPER!™ Expansion 
Set, by Steve Winter (October, 
$15.00) takes the excitement even 
higher. In the SNIPER!™ game, a 
counter represents a single man 
and these individuals fight it out. 
That’s role playing, right? Well, 
that’s what we thought. So what 
we’ve done is taken the basic 
SNIPER!™ game rules and added 
on a character generation system 
that allows you to personalize 
your squad. 

Soldiers get experience from 
battle to battle. They are more 
individually differentiated and 
there’s a wider choice of weap- 
ons, periods of combat, and 


action options, new rules for vehi- 


cles, countries, wars, new ter- 
rain, and rules for stringing 
SNIPER!™ games together into 


campaigns covering every aspect 


of the military gaming experi- 
ence. 

The year 1988 will see 
SNIPER!™ modules that open up 
new battles and new adventuring 
areas for your SNIPER!™ game 
character. 





The LA GRANDE ARMEE™ 
Game by Mark Acres (Novem- 
ber, $30.00) is the definitive Napo- 
leonic game. All the major 
campaigns of Napoleon.are gath- 
ered together in this innovative 


new game, with over 20 scenarios 
ranging from short to the entire 
campaign from 1805 to 1815. 
Award-winning designer Mark 
Acres has pulled out all the stops 
with three full-sized maps, 1,200 
counters, four reference cards, 40 
pages of rules and hours of 
excitement. 








Finally, the MOSCOW 1941™ 
Game (October, $20.00) is the 
first major war game design by 
noted role-playing designer 
David “Zeb” Cook. The MOSCOW 
1941™ Game covers the Battle of 
Moscow from October 1941 to 
January 1942 during the bleakest 
of Russian winters. This battle 
was the last great German offen- 
sive of Operation Barbarossa. 
Now it’s your chance to alter the 
course of history. 

Experienced war gamers know 
that the SPI™ brand mark has 
always been a guarantee of the 
highest quality in war gaming. 
And if you’re new to this part of 
the adventure gaming hobby 
there’s no better place to start 
than with the SPI™ Lightning 
games, SNIPER!™ and other 
classic war games from TSR. 


TSR, Inc. Product Checklist 


KEEP THIS COPY FOR YOURSELF. 


Use this checklist to mark the items you would like to purchase. 
Keep it as a personal reminder for when the products will be avail- 
able at local toy, hobby, or book stores. 


Available in June O LAZER TAG™ Adventure #2, 
Danger, Second Hand 
© D&D® Masters Module, Prod. No: 8281, ISBN: 0-88038-515-4, 
M4 Five Coins for a Kingdom Sug. Retail: $2.95 
Prod. No: 9204, ISBN: 0-88038-411-5, 7 ‘ 
Sug. Retail: $8.00 Available in July 
O AD&D® Supermodule, 13-5 
The Desert of Desolation O D&D® Basic Supermodule, 
Prod. No: 9199, ISBN: 0-88038-397-6, B1-9 In Search of Adventure 
Sug. Retail: $15.00 Prod. No: 9190, ISBN: 0-88038-388-7, 
O AD&D® Special Module, Sug. Retail: $15.00 
113 Adventure Pack I O D&D® BLACKMOOR™ Adventure, 
Prod. No: 9202, DA4 The Duchy of Ten 
ISBN: 0-88038-400-X, Prod. No: 9205, ISBN: 0-88038-412-3, 
Sug. Retail: $12.00 Sug. Retail: $8.00 
0 SPI Lightning Strategy Game, O AD&D® Module, 
ONSLAUGHT™: D-Day to the H3 The Bloodstone Wars 
Rhine Game Prod. No: 9200, ISBN: 0-88038-398-44, 
Prod. No: 3021, ISBN: 0-88038-408-5, Sug. Retail: $8.00 
Sug. Retail: $19.95 0 AD&D® Manual of the Planes 
0 AD&D® Gamebook £13, Hardcover Rule Book 
The Gates of Death Prod. No: 2022, ISBN: 0-88038-399-2, 
Prod. No: 8963, ISBN: 0-88038-433-6, Sug. Retail: $15.00 
Sug. Retail: $2.95 O MARVEL SUPER HEROES” 
O FORGOTTEN REALMS Book £1, Campaign Module, 
Darkwalker on Moonshae MX2 The X-Potential 
Prod. No: 8410, ISBN: 0-88038-4514, Prod. No: 6875, ISBN: 0-88038-4034 
Sug. Retail: $3.95 Sug. Retail: $8.00 
O WINDWALKER*™ Book, O MARVEL SUPER HEROES™ 
Rogue Pirate Gamebook #5, 
Prod. No: 8722, ISBN: 0-88038-456-5, One Thing After Another 
Sug. Retail: $2.95 Prod. No: 8025, ISBN: 0-88038-436-0, 
O WINDWALKER*™ Book, Sug. Retail: $2.95 
Trail of the Seahawks 


Prod. No: 8723, ISBN: 0-88038-463-8, Available in August 
Sug. Retail: $2.95 


O LAZER TAG™ Adventure 41, O D&D® Gazetteer, 
High Spy GAZ2 The Emirate of Ylaruam 
Prod. No: 8280, ISBN: 0-88038-514-6, Prod. No: 9194, ISBN: 0-88038-392-5, - 
Sug. Retail: $2.95 Sug. Retail: $7.95 


O The AD&D® FORGOTTEN 
REALMS™ Adventure Set 
Prod. No: 1031, ISBN: 0-88038-472-7, 
Sug. Retail: $15.00 

O AD&D® Oriental 
Adventures Module, 
OA4 Blood of the Yakuza 
Prod. No: 9203, ISBN: 0-88038-401-8, 
Sug. Retail: $7.95 

© GAMMA WORLD® Module, 
GW9 The Delta Fragment 
Prod, No: 7512, ISBN: 0-88038-406-9, 
Sug. Retail: $8.95 

O TOP SECRET/S.I.™ Espionage 
Role-Playing Game 
Prod. No: 7620, ISBN: 0-88038-407-7, 
Sug. Retail: $15.00 

0 AMAZING” Science Fiction 
Stories Anthology, 
The Wild Years: 1946-1955 
Prod. No: 8117, ISBN: 0-88038-441-7, 
Sug. Retail: $3.95 

O CAR WARS® Gamebook #4, 
Badlands Run 
Prod. No: 8017, ISBN: 0-88038-444-1, 
Sug. Retail: $2.95 

O DRAGONLANCE!? Tales #2, 
Kenders, Gully Dwarves, 
and Gnomes 
Prod. No: 8315, ISBN: 0-88038-382-8, 
Sug. Retail: $3.95 

O FANTASTIC™~ Stories 
Magazine Anthology 
Prod. No: 8120, ISBN: 0-88038-521-9, 
Sug. Retail: $7.95 


O GREYHAWK™ Adventures Novel #4, 


The Price of Power 
Prod. No: 8243, ISBN: 0-88038-458-1, 
Sug. Retail: $3.95 

O ONE-ON-ONE* DRAGONLANCE® 
Gamebook #10, 
The Dragon Wand of Krynn 
Prod. No: 8470, ISBN: 0-88038-460-3, 
Sug. Retail: $5.95 


Available in September 


O D&D® Immortals Module, 
IM3 The Best of Intentions 
Prod. No: 9207, ISBN: 0-88038-484-0, 
Sug. Retail: $5.95 
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0 D&D® Gazetteer, GAZ3 
The Principalities of Glantri 
Prod. No: 9208, ISBN: 0-88038-485-9, 
Sug. Retail: $8.95 

0 AD&D* Supermodule, 
S14 Realms of Horror 
Prod. No: 9209, ISBN: 0-88038-486-7, 
Sug. Retail: $9.95 

© MARVEL SUPER HEROES” 
Campaign Module, 
MX3 Reap the Whirlwind 
Prod. No: 6877, ISBN: 0-88038-481-6, 
Sug. Retail: $5.95 

O GAMMARAUDERS” Game of 
Bioborgs of the Future 
Prod. No: 7015, ISBN: 0-88038-475-1, 
Sug. Retail: $15.00 

O TOP SECRET/S.I.™ Accessory, 
TSACI The G4 File: 
Guns, Gadgets, and Getaway Gear 
Prod. No: 7623, ISBN: 0-88038-474-3, 
Sug. Retail: $8.95 

© AD&D*® Gamebook £14, 
Trail Sinister 
Prod. No: 8964, ISBN: 0-88038-453-0, 
Sug. Retail: $2.95 

© CAR WARS® Gamebook 45, 
Green Circle Blues 
Prod. No: 8018, ISBN: 0-88038-445-X, 
Sug. Retail: $2.95 

O SNIPER™ Gamebook #1, 
Viet Rampage 
Prod. No: 8082, ISBN: 0-88038-499-9, 
Sug. Retail: $2.95 

0 SNIPER™ Gamebook #2, 
Blast Out in Lebanon 
Prod. No: 8083, ISBN: 0-88038-500-6, 
Sug. Retail: $2.95 

© LAZER TAG™ Adventure #3, 
Invisible Rival 
Prod. No: 8282, ISBN: 0-88038-516-2, 
Sug. Retail: $2.95 


Available in October 


O D&D® Companion Module, 
CM9 Legacy of Blood 
Prod. No: 9210, ISBN: 0-88038-487-5, 
Sug. Retail: $5.95 

O D&D® Accessory, AC10 
Bestiary of Giants and Dragons 
Prod. No: 9211, ISBN: 0-88038-488-3, 
Sug. Retail: $8.95 


TSR, Inc. Product Checklist 


GIVE THIS COPY TO THE STORE AT WHICH YOU PURCHASE 
TSR PRODUCTS. 


Use this checklist to mark the items that you would like to see 
offered in your favorite toy, hobby, or book store, then give the list 
to that store. 


To the Retailer: 

Use this sheet only as a guideline to the products your customers would 
like to see offered in your store. By collecting these sheets, you can see a 
definite pattern of preference among customers. This will prove invaluable 
when placing future TSR orders, and may serve to increase your sales 
when you stock what the customer wants. 


Aysitshia ia Jens 0 LAZER TAG™ Adventure #1, 


High Spy 
© D&D® Masters Module, aa habe a ec 
M4 Five Coins for a Kingdom © LAZER TAG™ Adventure #2, 
Prod. No: 9204, ISBN: 0-88038-411-5, Danger, Second Hand 
Sug. Retail: $8.00 Prod. No: 8281, ISBN: 0-88038-515-4, 
O AD&D® Supermodule, Sug. Retail: $2.95 


13-5 The Desert of Desolation : ‘ 
Prod. No: 9199, ISBN: 0-88038-397-6, Available in July 
Sug. Retail: $15.00 


: O D&D® Basic Supermodule 
O AD&D® Special Module, ? 
113 Adventure Pack I B1-9 In Search of Adventure 


Prod. No: 9202, ISBN: 0-88038-400-X, Prod. No: 9190, ISBN: 0-88038-388-7, 


Sug. Retail: $12.00 Sug. Retail: $15.00 


O SPI" Lightning Strategy Game, 0 D&D® BLACKMOOR” Adventure, 


: D- DA4 The Duchy of Ten 
tei Prod, No: 95, ISBN: O0s8-123, 
: = 0-88038-408 ug. Retail: $8.00 
Sie tai 5» 4 AD&D® Bloodstone Module, 
© AD&D® Gamebook #13 H3 The Bloodstone Wars 
The Gates of Death — aa No: ape ISBN: 0-88038-398-4, 
: : ug. Retail: $8.00 
Sue Retail 55 eens e rhe! a . 8 Planes 
O FORGOTTEN REALMS™ Book #1, ardcover Rule Book 
Darkwalker on Moonshae SH Seal ee 0-88038-399-2, 
Sue Rea iO MARVEL SUPER HEROES” 
© WINDWALKER™ Book Campaign Module, 
Rogue Pirate : MX2 The X-Potential 
Prod. No: 8722, ISBN: 0-88038-456-5, Prod. No: 6875, ISBN: 0-88038-403-4 
ALR 5 MARVEL SUPER HEROES* 
O WINDWALKER™ Book, = 
Trail of the Seahawks nee ee 
Prod. No: 8723, ISBN: 0-88038-463-8, ne Thing After Another 


Sug. Retail: $2.95 Sug. Retail: $2.95 


Prod. No: 8025, ISBN: 0-88038-436-0, 


Available in August 


O D&D® Gazetteer, 
GAZ2 The Emirate of Ylaruam 
Prod. No: 9194, ISBN: 0-88038-392-5, 
Sug. Retail: $7.95 

O The AD&D® FORGOTTEN 
REALMS” Adventure Set 
Prod. No: 1031, ISBN: 0-88038-472-7, 
Sug. Retail: $15.00 

O AD&D?® Oriental 
Adventures Module, OA4 
Blood of the Yakuza 
Prod. No: 9203, ISBN: 0-88038-401-8, 
Sug. Retail: $7.95 

© GAMMA WORLD® Module, 
GW9 The Delta Fragment 
Prod, No: 7512, ISBN: 0-88038-406-9, 
Sug. Retail: $8.95 

O TOP SECRET/S.I.™ Espionage 
Role-Playing Game 
Prod. No: 7620, ISBN: 0-88038-407-7, 
Sug. Retail: $15.00 

0 AMAZING*™ Science Fiction 
Stories Anthology, 
The Wild Years: 1946-1955 
Prod. No: 8117, ISBN: 0-88038-441-7, 
Sug. Retail: $3.95 

© CAR WARS® Gamebook #4, 
Badlands Run 
Prod. No: 8017, ISBN: 0-88038-444-1, 
Sug. Retail: $2.95 

O DRAGONLANCES Tales #2, 
Kenders, Gully Dwarves, 
and Gnomes 
Prod. No: 8315, ISBN: 0-88038-382-8, 
Sug. Retail: $3.95 

O FANTASTIC” Stories 
Magazine Anthology 
Prod. No: 8120, ISBN: 0-88038-521-9, 
Sug. Retail: $7.95 

O GREYHAWK™ Adventures 
Novel #4, The Price of Power 
Prod. No: 8243, ISBN: 0-88038-458-1, 
Sug. Retail: $3.95 

O ONE-ON-ONE™ DRAGONLANCE® 
Gamebook #10, 
The Dragon Wand of Krynn 
Prod. No: 8470, ISBN: 0-88038-460-3, 
Sug. Retail: $5.95 


Available in September 


O D&D® Immortals Module, 
IM3 The Best of Intentions 
Prod. No: 9207, ISBN: 0-88038-484-0, 
Sug. Retail: $5.95 

O D&D* Gazetteer, 
GAZ3 The Principalities of Glantri 
Prod. No: 9208, ISBN: 0-88038-485-9, 
Sug. Retail: $8.95 

O AD&D® Supermodule, 
S1-4 Realms of Horror 
Prod. No: 9209, ISBN: 0-88038-486-7, 
Sug. Retail: $9.95 

O MARVEL SUPER HEROES” 
Campaign Module, 
MX3 Reap the Whirlwind 
Prod. No: 6877, ISBN: 0-88038-481-6, 
Sug. Retail: $5.95 

O GAMMARAUDERS” Game of 
Bioborgs of the Future 
Prod. No: 7015, ISBN: 0-88038-475-1, 
Sug. Retail: $15.00 

0 TOP SECRET/S.I.™ Accessory, 
TSAC1 The G4 File: Guns, 
Gadgets, and Getaway Gear 
Prod. No: 7623, ISBN: 0-88038-474-3, 
Sug. Retail: $8.95 

O AD&D® Gamebook £14, 
Trail Sinister 
Prod. No: 8964, ISBN: 0-88038-453-0, 
Sug. Retail: $2.95 

O CAR WARS® Gamebook 45, 
Green Circle Blues 
Prod. No: 8018, ISBN: 0-88038-445-X, 
Sug. Retail: $2.95 

0 SNIPER™ Gamebook £1, 
Viet Rampage 
Prod. No: 8082, ISBN: 0-88038-499-9, 
Sug. Retail: $2.95 

0 SNIPER™ Gamebook #2, 
Blast Out in Lebanon 
Prod. No: 8083, ISBN: 0-88038-500-6, 
Sug. Retail: $2.95 

O LAZER TAG™ Adventure 43, 
Invisible Rival 
Prod. No: 8282, ISBN: 0-88038-516-2, 
Sug. Retail: $2.95 
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© AD&D® Module, 
N5 Under Illefarn 
Prod. No: 9212, ISBN: 0-88038-489-1, 
Sug. Retail: $5.95 
O AD&D® FORGOTTEN REALMS" 
Sourcebook, 
FR1 Waterdeep and the North 
Prod. No: 9213, ISBN: 0-88038-490-5, 
Sug. Retail: $7.95 
O AD&D® DRAGONLANCE® 
Adventures Book 
Prod. No: 2021, ISBN: 0-88038-452-2, 
Sug. Retail: $15.00 
0 TOP SECRET/S.I.™ Module, 
TS1 Operation Starfire 
Prod. No: 7624, ISBN: 0-88038-476-X, 
Sug. Retail: $5.95 
© SPI™ Wargame, 
SNIPER!™ Expansion Set 1 
Prod. No: 3022, ISBN: 0-88038-509-X, 
Sug. Retail: $15.00 
O MARVEL SUPER HEROES” 
Gamebook #6, An X-Cellent Death 
Prod. No: 8026, ISBN: 0-88038-437-9, 
Sug. Retail: $2.95 
© AGENT 13™ Book #3/#4, 
Iron Fist, Velvet Glove 
and Rendezvous With Destiny 
Prod. No: 8403, ISBN: 0-88038-329-1, 
Sug. Retail: $3.95 


Available in November 


© MARVEL SUPER HEROES* 
Campaign Module, 
MX4 Flames of Doom 
Prod. No: 6888, ISBN: 0-88038-4824, 
Sug. Retail: $5.95 

© GAMMA WORLD® Module, 
GW10 Epsilon Sector 
Prod. No: 7513, ISBN: 0-88038-477-8, 
Sug. Retail: $5.95 

0 TOP SECRET/S.I.™ Accessory, 
TSAC2 AGENT 13” Sourcebook 
Prod. No: 7625, ISBN: 0-88038-478-6, 
Sug. Retail: $8.95 

© SPI Wargame, 
MOSCOW 1941* Game 
Prod. No: 3023, ISBN: 0-88038-510-3, 
Sug. Retail: $20.00 


Available in October 


© D&D® Companion Module, 
CM9 Legacy of Blood 
Prod. No: 9210, ISBN: 0-88038-487-5, 
Sug. Retail: $5.95 
O D&D® Accessory, AC10 
Bestiary of Giants and Dragons 
Prod. No: 9211, ISBN: 0-88038-488-3, 
Sug. Retail: $8.95 
O AD&D® Module, 
N5 Under INefarn 
Prod. No: 9212, ISBN: 0-88038-489-1, 
Sug. Retail: $5.95 
O AD&D? FORGOTTEN REALMS™ 
Sourcebook, 
FR1 Waterdeep and the North 
Prod. No: 9213, ISBN: 0-88038-490-5, 
Sug. Retail: $7.95 
O AD&D® DRAGONLANCE® 
Adventures Book 
Prod. No: 2021, ISBN: 0-88038-452-2, 
Sug. Retail: $15.00 
O TOP SECRET/S.I.™ Module, 
TS1 Operation Starfire 
Prod. No: 7624, ISBN: 0-88038-476-X, 
Sug. Retail: $5.95 
© SPI™ Wargame, 
SNIPER!™ Expansion Set 1 
Prod. No: 3022, ISBN: 0-88038-509-X, 
Sug. Retail: $15.00 
© MARVEL SUPER HEROES™* 
Gamebook #6, An X-Cellent Death 
Prod. No: 8026, ISBN: 0-88038-437-9, 
Sug. Retail: $2.95 
0 AGENT 13™ Book #3/#4, 
Iron Fist, Velvet Glove 
and Rendezvous With Destiny 
Prod. No: 8403, ISBN: 0-88038-329-1, 
Sug. Retail: $3.95 


Available in November 


O MARVEL SUPER HEROES” 
Campaign Module, 
MX4 Flames of Doom 
Prod. No: 6888, ISBN: 0-88038-4824, 
Sug. Retail: $5.95 

0 GAMMA WORLD® Module, 
GW10 Epsilon Sector 
Prod. No: 7513, ISBN: 0-88038-477-8, 
Sug. Retail: $5.95 


© SPI™ Wargame, 
LA GRANDE ARMEE™ Game 
Prod. No: 3009, ISBN: 0-88038-508-1, 
Sug. Retail: $30.00 
0 DRAGONLANCE® Tales 43, 
Love and War 
Prod. No: 8316, ISBN: 0-88038-519-7, 
Sug. Retail: $3.95 
© DRAGONLANCE® Books, Atlas of 
the DRAGONLANCE® World 
Prod. No: 8448, ISBN: 0-88038-448-4, 
Sug. Retail: $15.95 
O CATACOMBS DRAGONLANCE® 
Gamebook #2, 
Gnomes—100, Dragons—0 
Prod. No: 8420, ISBN: 0-88038-449-2, 
Sug. Retail: $7.95 
O SNIPER™ Gamebook #3, 
Into China 
Prod. No: 8084, ISBN: 0-88038-501-4, 
Sug. Retail: $2.95 
CINEMONSTERS Anthology 
Prod. No: 8119, ISBN: 0-88038-504-9, 
Sug. Retail: $7.95 


Available in December 


© D&D*® Masters Module, 
M5 Talons of Night 
Prod. No: 9214, ISBN: 0-88038-491-3, 
Sug. Retail: $5.95 

O D&D® Gazetteer GAZ4 
The Kingdom of Ierendi 
Prod. No: 9215, ISBN: 0-88038-492-1, 
Sug. Retail: $7.95 

© D&D*® Supermodule, 
BX1 The Islandia Campaign 
Prod. No: 9216, ISBN: 0-88038-493-X, 
Sug. Retail: $9.95 

O D&D® Accessory, AC11 
The Book of Wondrous Inventions 
Prod. No: 9220, ISBN: 0-88038-497-2, 
Sug. Retail: $8.95 

O AD&D*® FORGOTTEN REALMS” 
Sourcebook, FR2 Moonshae 
Prod. No: 9217, ISBN: 0-88038-494-8, 
Sug. Retail: $7.95 


0 TOP SECRET/S.I.™ Accessory, 
TSAC2 AGENT 13” Sourcebook 
Prod. No: 7625, ISBN: 0-88038-478-6, 
Sug. Retail: $8.95 

O SPI~ Wargame, 

MOSCOW 1941™ Game 
Prod. No: 3023, ISBN: 0-88038-510-3, 
Sug. Retail: $20.00 

O SPI™ Wargame, 

LA GRANDE ARMEE™ Game 
Prod. No: 3009, ISBN: 0-88038-508-1, 
Sug. Retail: $30.00 

O DRAGONLANCE?® Tales #3, 

Love and War 
Prod. No: 8316, ISBN: 0-88038-519-7, 
Sug. Retail: $3.95 
O DRAGONLANCE?® Books, 
Atlas of the DRAGONLANCE® 
World 
Prod. No: 8448, ISBN: 0-88038-448-4, 
Sug. Retail: $15.95 
0 CATACOMBS™ DRAGONLANCE® 
Gamebook #2, 
Gnomes—100, Dragons—0 
Prod. No: 8420, ISBN: 0-88038-449-2, 
Sug. Retail: $7.95 

O SNIPER™ Gamebook #3, 
Into China 
Prod. No: 8084, ISBN: 0-88038-501-4, 
Sug. Retail: $2.95 

© CINEMONSTERS Anthology 
Prod. No: 8119, ISBN: 0-88038-504-9, 
Sug. Retail: $7.95 


Available in December 


O D&D® Masters Module, 
M5 Talons of Night 
Prod. No: 9214, ISBN: 0-88038-491-3, 
Sug. Retail: $5.95 

O D&D® Gazetteer, 
GAZA The Kingdom of Ierendi 
Prod. No: 9215, ISBN: 0-88038-492-1, 
Sug. Retail: $7.95 

O D&D® Supermodule, 
BX1 The Islandia Campaign 
Prod. No: 9216, ISBN: 0-88038-493-X, 
Sug. Retail: $9.95 

O D&D® Accessory, AC11 
The Book of Wondrous Inventions 
Prod. No: 9220, ISBN: 0-88038-497-2, 
Sug. Retail: $8.95 


© TOP SECRET/S.I.™ Accessory, 
TSAC3, The Covert 
Operations Casebook 
Prod. No: 7626, ISBN: 0-88038-479-4, 
Sug. Retail: $7.95 

© AD&D® Gamebook #15, 
The Vanishing City 
Prod. No: 8965, ISBN: 0-88038-4344, 
Sug. Retail: $2.95 

© CAR WARS? Gamebook 46, 
Mean Streets 
Prod. No: 8019, ISBN: 0-88038-446-8, 
Sug. Retail: $2.95 

© DRAGONLANCE® Graphic Novel, 
The Dragons of Xak Tsaroth 
Prod. No: 8445, ISBN: 0-88038-528-6, 
Sug. Retail: $9.95 

O WINDWALKER™ Books, The 
Strange Voyage of Kian the Mariner 
Prod. No: 8724, ISBN: 0-88038-464-6, 
Sug. Retail: $2.95 

O LAZER TAG™ Adventure #4, 
The Galactic Games 
Prod. No: 8283, ISBN: 0-88038-517-0, 
Sug. Retail: $2.95 


Available in January 1988 


O D&D® Expert Module, 
X13 Crown of Ancient Glory 
Prod. No: 9218, ISBN: 0-88038-495-6, 
Sug. Retail: $7.95 

O D&D® BLACKMOOR™ Module, 
DAS City of Blackmoor 
Prod. No: 9219, ISBN: 0-88038-496-4, 
Sug. Retail: $5.95 

O AD&D*®/DRAGONQUEST" 
Module, DQ! The Shattered Statue 
Prod. No: 9221, ISBN: 0-88038-498-0, 
Sug. Retail: $5.95 

© MARVEL SUPER HEROES” 

Accessory, MA4 The 

FANTASTIC FOUR™ Compendium 

Prod. No: 6889, ISBN: 0-88038-483-2, 

Sug. Retail: $8.95 

TOP SECRET/S.I.™ Module, 

TS2 The Doomsday Drop 

Prod. No: 7627, ISBN: 0-88038-480-8, 

Sug. Retail: $5.95 
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0 AD&D® FORGOTTEN REALMS* 
Sourcebook, FR2 Moonshae 
Prod. No: 9217, ISBN: 0-88038-494-8, 
Sug. Retail: $7.95 

0 TOP SECRET/S.1L.™ Accessory, 
TSAC3, The Covert 
Operations Casebook 
Prod. No: 7626, ISBN: 0-88038-479-4, 
Sug. Retail: $7.95 

0 AD&D® Gamebook #15, 
The Vanishing City 
Prod. No: 8965, ISBN: 0-88038-43444, 
Sug. Retail: $2.95 

© CAR WARS® Gamebook #6, 
Mean Streets 
Prod. No: 8019, ISBN: 0-88038-446-8, 
Sug. Retail: $2.95 

O DRAGONLANCE® Graphic Novel, 
The Dragons of Xak Tsaroth 
Prod. No: 8445, ISBN: 0-88038-528-6, 
Sug. Retail: $9.95 

O WINDWALKER*™ Books, 
The Strange Voyage of 
Kian the Mariner 
Prod. No: 8724, ISBN: 0-88038-4646, 
Sug. Retail: $2.95 

O LAZER TAG™ Adventure #4, 
The Galactic Games 
Prod. No: 8283, ISBN: 0-88038-517-0, 
Sug. Retail: $2.95 


Available in January 1988 


O D&D® Expert Module, 
X13 Crown of Ancient Glory 
Prod. No: 9218, ISBN: 0-88038-495-6, 
Sug. Retail: $7.95 

O D&D® BLACKMOOR™ Module, 
DAS City of Blackmoor 
Prod. No: 9219, ISBN: 0-88038-496-4, 
Sug. Retail: $5.95 

0 AD&D®/DRAGONQUEST® 
Module, DQ1 The Shattered Statue 
Prod. No: 9221, ISBN: 0-88038-498-0, 
Sug. Retail: $5.95 

O MARVEL SUPER HEROES" 
Accessory, 
MA4 The FANTASTIC FOUR™ 
Compendium 
Prod. No: 6889, ISBN: 0-88038-483-2, 
Sug. Retail: $8.95 


O MARVEL SUPER HEROES” 
Gamebook #7 As the World Burns 
Prod. No: 8027, ISBN: 0-88038-438-7, 
Sug. Retail: $2.95 

© SNIPER™ Gamebook #4, 

KGB Doublecross 
Prod. No: 8085, ISBN: 0-88038-502-2, 
Sug. Retail: $2.95 


Unless otherwise noted: 

» designates registered trademarks 
owned by TSR, Inc. 

~ designates other trademarks owned by 
TSR, Inc. 

©1987 TSR, Inc. All Rights Reserved. 


MARVEL SUPER HEROES, all Marvel 
characters, character names, and the 
distinctive likenesses thereof are trade- 
marks of the Marvel Entertainment 
Group. ©1987 Marvel Entertainment 
Group. All Rights Reserved. 


CAR WARS? & ©1987 Steve Jackson 
Games Incorporated. 


AGENT 13” & ©1987 Flint Dille and David 
Marconi, and TSR, Inc. 


LAZER TAG ©1987 Worlds of Wonder, Inc. 
All Rights Reserved. 

LAZER TAG and WOW are trademarks of 
Worlds of Wonder, Inc., Fremont, CA., 
U.S.A. 


CHEERS is a registered trademark of 
Paramount Pictures Corporation. ©1987 
Paramount Pictures Corporation. 


PERRY MASON” & ©1987 Paisano Pro- 
ductions. All Rights Reserved. 


CHASE™ & ©1987 Tom Kruszewski. All 
Rights Reserved. 


HONEYMOONERS is a trademark of VIP 
Corporation. ©1986 VIP Corp. All Rights 
Reserved. 


BALDERDASH: is a registered trade- 
mark of Gameworks Creations, Inc., used 
under license from the Canada Games Co. 
°GAMEWORKS CREATIONS INC., 1984. 


oe & ©1986 M&E Productions 
nc. 


O TOP SECRET/S.1.™ Module, 
TS2 The Doomsday Drop 
Prod. No: 7627, ISBN: 0-88038-480-8, 
Sug. Retail: $5.95 

O MARVEL SUPER HEROES” 
Gamebook #7, As the World Burns 
Prod. No: 8027, ISBN: 0-88038-438-7, 
Sug. Retail: $2.95 

O SNIPER™ Gamebook #4, 
KGB Doublecross 
Prod. No: 8085, ISBN: 0-88038-502-2, 
Sug. Retail: $2.95 


Unless otherwise noted: 

® designates registered trademarks 
owned by TSR, Inc. 

= designates other trademarks owned by 
TSR, Inc. 

©1987 TSR, Inc. All Rights Reserved. 


MARVEL SUPER HEROES, all Marvel 
characters, character names, and the 
distinctive likenesses thereof are trade- 
marks of the Marvel Entertainment 
Group. ©1987 Marvel Entertainment 
Group. All Rights Reserved. 


CAR WARS? & ©1987 Steve Jackson 
Games Incorporated. 


AGENT 13” & ©1987 Flint Dille and David 
Marconi, and TSR, Inc. 


LAZER TAG ©1987 Worlds of Wonder, Inc. 
All Rights Reserved. 

LAZER TAG and WOW are trademarks of 
Worlds of Wonder, Inc., Fremont, CA., 
U.S.A. 


CHEERS is a registered trademark of 
Paramount Pictures Corporation. ©1987 
Paramount Pictures Corporation. 


PERRY MASON” & ©1987 Paisano Pro- 
ductions. All Rights Reserved. 


CHASE™ & ©1987 Tom Kruszewski. All 
Rights Reserved. 


HONEYMOONERS is a trademark of VIP 


Corporation. ©1986 VIP Corp. All Rights 
Reserved. 


BALDERDASH? is a registered trade- 
mark of Gameworks Creations, Inc., used 
under license from the Canada Games Co. 
°GAMEWORKS CREATIONS INC., 1984. 


asda & ©1986 M&E Productions 
ne. 


